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Interactive Magic: Takes Aim 
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EXPERIENCE THE POWER 
OF ADVANCED WaveTaBLe SouND TECHNOLOGY 


Experience the power of studio-quality music and heart-pounding special effects from your PC games and music programs with UltraSound MAX™, 


The newest wavetable PC sound card from Advanced Gravis, UltraSound MAX comes with over 5.6 megabytes of real instrument recordings to produce 
32 voices of incredibly realistic music —light years from the tinny sound pumped out by FM cards. Hear the difference right away with DOOM™ and Epic 
Pinball™ (both included). Enjoy sensational wavetable and digital sound with hundreds of popular applications that already support UltraSound. The MAX 
will also give you great sound with most games and applications written for Sound Blaster™, MT-32, General MIDI, and Windows™, 


Record or playback in 16-bit stereo at 48kHz (surpassing CD quality). Explore over 15 megabytes of bonus software. Offering you the greatest flexibility, 
the MAX uses a unique, RAM-based wavetable system. Imagine creating new instruments bounded only by your imagination. With MAX it’s for real. 


UltraSound MAX is the most complete, powerful, and affordable sound card you can buy. Ad Van ced 
call (800)663-8558, (604)431-5020 or fax (604)431-5155. GRAN VIS. 
= Reader Service No. 94 


SPEED-COMPENSATING GAME PORT e SUPPORTS WINDOWS™ 3.1/MPC2_ GENERAL MIDI MT.29 AND COLIN RLACTED™ ADDIICATICQRIC 
















For more information, or to find out how to obtain the UltraSound Experience CD-ROM demo, 
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"KIekK 1/2!" Computer Gaming World 
"They've got a winner here.."! Strategy Plus 
"A rarity...worthwhile at twice the price..."! P@C Csamer 
: P 


Impressions” 


Impressions Software, Inc. 222 Third Street, Suite 0234, Cambridge MA 02142 
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News and Features 


10 News - 4// the latest on the industry 
18 Apache-Gunshibp - Interactive Magic takes flight Steve Wartofsky 
22 Design Notes: Powerhouse - Test your business acumen 
36 1994 Strategy Plus Game Awards - Zhe award goes to... 
20 American Civil War - The Blue and the Gray get black and blue Mark Walker 
24 Navy Strike - MPS goes on a strategic flight Steve Wartofsky 
26 Great Naval Battles Ill - Take to the seas with SSI again Rodney G. Graves 
30 Beyond Squad Leader - /n the trenches with Atomic Marc Dultz 
34 Mission Critical - 7ravel to space in Legend’s new epic Steve Bauman 
44 Command Post- Form follows function 
46 On War - Games as life Mike Robel 
48 Sim Tower - Create the building of your dreams Brad Andrews 
50 Colonization Tips - How to conquer the new world in a day Reed Brozen 
52 Transport Tycoon - Build the road system of your dreams Reed Brozen 
Pp Migs 54 Metal Marines - Mindscape goes to war with Windows Peter Szymonik 

Transport Tycoon: page 52 56 SimCity 2000 for Windows and Urban Renewal Kit Marc Dultz 
58 Warcraft: Orcs & Humans - Fast strategy from Blizzard Nick Svolos 
60 Master of Magic Tips - How to create magic without even trying Bob Perez 

King's Quest Vi y 62 Tigers on the Prowl Campaign Disk/Central Intelligence — Robel/Tanaka 

64 Operation Crusader Tips - Zips for Avalon Hill’s wargame Peter Szymonik 
66 Flight Commander 2.0 -Tactical flight from Avalon Hill Bob Gurske 
68 Tac Ops Tips - The second part of our strategy guide Holdridge & Hill 








Adventure/Role Playing 


70 Boots of Re - Advice for Noctropolis & Death Gate 

72 Ecstatica - It’s “The Attack of the Mutant Weebles on Acid” Steve Bauman 

74 = Star Trail Tips - Part two of the tour of this CRPG Andy Backer 

76 Noctropolis - 4n adult adventure through the city at night Andy Backer 

78 Kyrandia 3 Tips - Help Malcolm solve this puzzler Andy Backer 

80 Alien Logic - Tour Jorune with SSI Peter Smith 

82 Wake of the Ravager Tips - 4 final tour of the wasteland Andy Backer 

84 Death Gate - Legend cooks up another winner Andy Backer 

86 Dreamweb/Ishar 3 - 4 sleepy adventure and a French CRPG Steve Bauman 

87 King’s Quest VII - /t’s interactive Disney via Sierra Steve Bauman 
King’s Quest Vil: page 87 88 The Hangar - Crunch does footware, software, & chopperware 

90 General Quarters - Sub warfare is given a thorough analysis Rodney G. Graves 

92 MetalTech: EarthSiege - The future of heavy metal plus tips Peter Smith 

96 Armored Fist - Blow things up with Voxels and tanks Mike Robel 

98 Microsoft Space Simulator Tips - Docking & orbiting tips Alan C. Fusco 

100 Magic Carpet - 4 psychedelic ride on Bullfrog’s new rug Geoff Keighley 





102 Aces of the Deep Tips - Keep afloat in Dynamix’ sub sim 


104 Sportswire - Covering FPS: Football 95 & NCAA 2 


Arcade 
108 DOOM Il Tips - 4 guided tour through Hell on Earth 


Rodney G. Graves 


Bill Holmes 





Samuel B. Baker II 


Steve Bauman 
Dultz/Keighley 
Fusco/Keighley 
Steve Bauman 


110 Delta V - Warm up that trigger finger for this speedy shooter 
112 Operation Body Count/Crime Patrol - Shoot more things 
114 Quarantine/Rise of the Robots - Drive and shoot or fight 
116 Zephyr/Creature Shock - Yet more shoot ‘em ups 

Over the Net 

118 Novalink - Another on-line gaming service takes flight 

120 MUD Clients - We play in the MUDS 

122 Cyber-Warriors - Past lives recalled 





J. Grant Bell 
J. Grant Bell 
Rich Mason 
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he world of Arkania 

returns with incredible 
sound, speech and music, 
spectacular graphics... and an 

‘experience you won t forget! — 


Strategy Plus (September 
1994) observed, ~...massive 
improvements on both 
graphics and sound fronts.” 


PC Gamer (September 1994) 
noted, *...impressive... a new angle on 
the classic role-playing adventure...” 





CLUE BOOK 
AVAILABLE 





° Stunning Cinematics 


Exciting new game features take 
you into the turmoil of an epic 
quest fraught with danger... 


° Smooth-scrolling 3D 
Movement 

e Graphically Detailed Automap 

° Fully Editable Diary 

» Character & lary Eo 
Option — a 


° Intelligent Keyuitiite, 
Dialogue System 
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° Awesome Digitized Speech GHAPAICS SPEECH 





To.order visit yourlocal retailer or call 1-800-447-1230 





Slif-TECH 


P.0. Box 245, Ogdensburg, NY 13669 Tel: (315) 393-6633 Fax: (315) 393-1525 


@ Coming this spring, JAGGED ALLIANCE. Watch for it! @ 


Realms of Arkania® is a registered trademark of Sir-tech Software, Inc. Realms of Arkania is manufactured and distributed under license by Sir-tech from Attic Entertainment Software, Fantasy Productions and Schmidt Spiel + Freizeit GmbH. 
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THE NEW MINDSGAPE® PRESENTS DRAGON LORE™ 
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The new Mindscape® presents the graphic Dragon Lore gives you full screen 3-D It's “first person” and interactive, and the 


adventure that transports you into a whole graphics and animation that lets you view game actually adapts to what you're doing. 
new dimension: Dragon Lore, created by anything from various angles. 


the developers of MegaRace™. 





Raise your sword to destroy your enemies, Sound effects laced with grisly screams 
or attempt to solve the gruesome challenges will keep you devoted te conquering the keep you riveted to the action. 
in a more intelligent way. You decide. unleashed evil. 


In a quiet valley protected hy the DragonKnights, 
your father has been murdered by a traitorous knight 
who has vowed to destroy your family. Now you must 
regain your legacy and seek vengeance. Awaiting you 
are magic spells, vicious combat, intriguing puzzles, 
and sinister creatures that dwell in this lost domain. 

There's never been anything like it. For centuries. 

Only the new Mindscape® could do it this well. 


Mindscape, Inc. 

G0 Leveroni Court 
MINDSCAPE® Novato, CA 94949 

For the store nearest you, 
Call: 1-800-866-5967 





Formerly The Software Toolworks 


Formats 3D 


System Requirements For IBM CD-ROM: + 1BM 386 MHZ (486 recommended) * 4 MB of memory * MCGA or VGA (256 color) graphics card 
«MS DOS 


| td Disk: * CD ROM drive 150 KB/second transfer rate minimum (double speed recommended) +» Mouse required « Sound Card (Sound Blaster®, 
Adlib®, Pr um, LAPC-1): Copyright® 1995 Cryo Interactive Entertainment. All rights reserved. Copyright© 1995 Mindscape. Inc. All rights reserved. Dragon Lore is 
a tradema ape, int. “S00, ihe 300 logos. and the interactive Multiplayer are trademarks of the 3D0 Company. IBM is a registered trademark of International Business 
Machines @@mpetaiton All rights réServedsAli biner product names are the trademarks or registered trademarks of their respective holders and are hereby acknowledged. 
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UPFRONT 


WHAT’S INTERACTIVE? 


eah, just exactly what is interactive? For literally years, now, we’ve been hearing that 
computer gaming is more “interactive” than other media. The early days at Sierra, for 


instance, were characterized by lots of talk about how computer gaming was going to take 
the “passive” viewer away from television-land and plop him or her in front of a much more “‘inter- 
active” adventure game. /nfocommie Dave Lebling, among others, pronounced in an online discus- 
sion years ago that fiction created for a computer adventure would be much more “interactive” than 
“just” reading a book would be, with its branching plot-lines and multiple choices for the player to 
make. 

And now, with “interactive” being a word virtually every company uses to describe its product, 
some five years later, the question really becomes one of sifting the reality and the possibility from 
the hype. 

As we’ ve stated many times in our pages, we feel that interactivity is ultimately the audience’s 
responsibility, not the medium’s. Certain media (such as computer gaming) can certainly provide 
more of an illusion that the player is interacting with something (at least at the physical/mechanical 
level, by pushing buttons) than a book or movie or sculpture or painting might; but the plain truth 
remains that deep-down interaction (like many kinds of human pleasure) is primarily a product of 
the mind and the imagination, not of the movement of various upper body parts. 

Which suddenly points to a rather interesting issue, however, as old as the hills. Greek philoso- 
phers in 5th-century B.C. Athens, for instance, separated the life of the mind from the life of the 
body, and extolled the former over the latter. Various other cultures celebrate the vision quest, or 
the mystical, as an experience of the more cerebral part of human experience. Die-hard rationalists 
tout the massive achievements of mind-oriented rationality in digging humanity out of the muck 
and mire of tooth and claw living. In every case, the importance of the mind over the body is reiter- 
ated. 

And here we have the medium of computing, which on the face of it is initially no more “physi- 
cal” than reading a book or watching a movie might be, except for the fact of keyboard, mouse and 
joystick (and soon, VR helmet). However, think for a second about how important, in various 
ways, the physical interface which runs a piece of entertainment software is becoming. 

Disregarding the various failed attempts over the years, both for the PC and for plain old car- 
tridge video games, to provide whole-body-oriented peripherals for software control, it’s becoming 
clearer and clearer that imagination in producing more sophisticated physical interfaces for enter- 
tainment software could net something profoundly significant for the medium. 

Air combat simulation fans are in some ways on the cutting edge of this trend; time, space and 
money is readily given over to attempts to provide equivalents to real aircraft controls, and the joy- 
sticks and pedals resulting prove satisfying both because they provide a more “realistic” and sophis- 
ticated interface for the software, and because here, the connection between mind and body in the 
pursuit of pleasure is truly brought to the fore. 

Other kinds of peripherals are developing to provide the same kind of connection for other soft- 
ware genres. The “virtual reality” helmets just about to break in the marketplace (already supported 
by some recent software) should prove fascinating for fans of any kind of software representing a 
first-person perspective within a 3D environment (which right now means mostly arcade-style 
shoot-’em-ups but which in a brief space of time could mean virtually anything). 

The key in all instances, though, will not be to define whether or not “computing” is more “‘inter- 
active” than other kinds of human activities (it’s not); but rather to define whether using an elec- 
tronic medium might provide the ability to merge the joys of both intellectual and physical activity 
in a way that could provide for a new form of creativity /inking mind and body in ways more instan- 
taneous than has ever been achieved before. Perhaps exciting new pathways between the concep- 
tion and the execution of an idea will arrive, in forms none of us can even begin to predict. 

Either that or we'll soon be back to pushing buttons even more rudimentary than those found on 
most TV remote controls to click through the next great “movie game.” Or “interacting” via online 
services and keyboard typing in forms of communication that are even more reified than usual. 
Sure hope not! 

On another note, gamers continue to be seriously concerned with the bugginess of initial software 
releases these days. You'll probably be reading lots of different explanations for same in the next 
few months. Our quick suggestion on the matter is that the problem is probably mostly hardware- 
driven (of all things!). Right now, the hardware technology itself is developing so rapidly that new 
graphics, sound (and peripheral) possibilities arrive almost monthly. What looks incredible and 
nigh impossible technologically one month proves old hat a month or two later, depending on 
who’s released what. We suspect that the pressure to do something cutting-edge using the latest 
technology and to release it fast enough that it'll still /ook cutting-edge by the time it appears on the 
shelves is extraordinarily high right now. 

Whether or not techno-pizazz is really what gamers want is another question altogether, though. 
With the effort to compete on the hardware front, many are justifiably worried that the essential 
principles of good game design (which are probably fundamentally timeless and completely inde- 
pendent of hardware issues) are being left in the dust in the process. 

We'd love to hear from gamers (and from game designers) on where they stand on the issue of 
game design or techno-glitz; in particular, we’re concerned that many real game designers might be 
feeling quite discouraged over the techno angle the whole industry’s taken. Do write in and share 
your woes — 1f any — with us on the matter. 

Steve Wartofsky, Editor 
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Rebel Assault™ was pretty. The 7th Guest™ had fun puzzles. & But. technology advances. Gamers demand more and 
more- And the time comes when even the best products are moved aside to make way for the future. § That time 
has come and the future is Cyberia™. Featuring full-screen. full motion video. digitized speech. synthetic 
actors; music and sound effects by Thomas Dolby’s Headspace and 11 of the most unbelievable arcade sequences 
your eyes (and your computer screen) have ever seen.+- it's so stunning that we're even willing to put our 
money where our mouth is- If you own Rebel Assault or The 7th Guest, send us the manualcover from either 
- along with a Cyberia sales receipt and we'll send you $10-00 cash back. 
ae f you don't own either of these titles: you've already saved a hundred bucks 
RL rights reserved. Published and | SO Stop waiting for a hand out-+.just gotoyour local software retailer to buy 
“fated Meaty fee dora ot etches \ Cyberia or call L-800-969-GAME to order direct. & (offer expires 3-1-%5) 


Entertainment. Company. The 7th Guest is a 
trademark of Virgin Interactive Entertainment. 
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EXPLORATION 


Columbus rediscovers the new world 


One of the most fascinating paradigms of current global software en pi 


development comes when members of two dissimilar cultures (in this 
particular case, a product of the New World versus a long-standing 
segment of the Old World) converge on the world stage and attempt 
to broach the very same gaming genre and subject matter within a rel- 
atively overlapping timeframe. In this particular case, though, beyond 
the incumbent geographical and cultural differences notoriously fac- 
tored into the developmental confrontation, one mustn’t ring the 
release bell prematurely, thereby overlooking the obvious, if not much 
more volatile dilemma arising from the nature of the combatants 
themselves. 

Situated at one corner of the Atlantic, is the taunting champion. 
Respectively, both MicroProse and Sid Meier are a company and 
designer which have long been held in high regard within the interna- 
tional community, especially in the oft-criticized area of strategy 
games. At the other end of the Atlantic enters the wary challenger. A 
relative newcomer to software pugilism, the German based Software 
2000 have signed an agreement with an even more incredulous train- 
er. Interactive Magic is readying its software campaign with the 
opening salvo, simply and perhaps aptly entitled Exploration. 

Like Sid Meier’s Colonization, Exploration is a vast strategy 
game which covers the discovery and exploration of the New World 
circa 1480 A.D. Like Colonization, Exploration pits the player 
against other computer controlled opponents in a desperate struggle to 
wrest control of the valuable New World from the clutches of other 
European powers. Leading the vanguard, are some of the world’s 
most reknown explorers of the time; Christopher Columbus for Spain, 
Vasco De Gama for Portugal, Le Maire for the Netherlands, James 
Cook for the English and Bougainville for the Dutch. 

Of course, setting sail isn’t just a matter of hoisting anchor and sail- 
ing by the North star. Beyond the oft neglected aspect of astro-navi- 
gation, a successful explorer must first tour his own homeport well 
before he embarks on his dangerous trek seeking a shorter passage to 
the Far East. Each of the explorers must not only oversee the con- 
struction of his shipyard, but must successfully preside over and adju- 
dicate a host of resource based details. Beginning with relatively 
meager coffers, Columbus et al. must address the size of their ship’s 
crews, armed complement and pirates, in the homeport’s Pub. 
Likewise, a trip to the local banker is advised, to transfer funds 
between accounts or request loans to help finance the expeditions. 
Additionally, occassional trips to the Historian, Office and Trade sta- 
tions are prudent, not only to determine how the competition is faring 
but inspect one’s log and to barter for various food, mercantile and 
numismatic concerns. 

Utilizing a randomly generated hidden world, phased turns and a 
detailed economic model, we’ll soon know if both Software 2000 and 
Interactive Magic can land a KO punch on the current champion of 
strategy games. 


NOT JUST ROCKETS 
IN THEIR POCKETS 


The folks at the newly emerging Rocket Science have certainly lots to tout. Not only are they 
putting the final touches on some new games (Loadstar: The Legend of Tully Bodine and Cadillacs 
and Dinosaurs), but word is they have an additional three projects in the pipeline for 1995. Of the 
three, two are adventure games going under the current banners of Obsidian and Rocket Boy, while 
the third game, Flying Aces, is planned as a WWI air combat simulation. Readers can obtain further 
information by scoping out the company’s internet web site (www.rocketsci.com). 
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MARDWIRED 


NovaLogic signs novelist for new game 


NovaLogic has inked a deal to produce Hardwired, a CD-ROM 
game based on the cult cyberpunk novel by Walter Jon Williams, who 
will participate in the design of the game. It will be another entry in 
the “cinematic and rendered” action games genre and will be 
NovaLogic’s biggest production to date, with seasoned Hollywood 
professionals ensuring that real authentic movie look and feel. 

The game set in a fairly typical cyberpunk world - it’s post-apocalyp- 
tic, corporation controlled, and full of high-tech spies and espionage. 
Your character is a classic anti-hero: a smuggler, whose job it is to 
move cargoes such as computer chips and other hi-tech goodies to and 
from the different corporation controlled city states. Your high speed 
hovertank (seen in these rendered mockups) will be equipped with var- 
ious weapons and armor to allow you to elude the various police, 
pirates, and security guards you may bump up against. Your path will 
be fraught with peril as you face off against Coleopters, Choppers, 
Picket Plans, Deltas, and other Panzers. 

You will have some degree of control of your missions. You will 
choose a job based on what type of cargo you may have to move, what 
distance (and where) it has to go, how risky it is to get it there, the 
character of the client you’re doing the service for, and the payment. 
Once you’ve completed your mission you (the player) will be reward- 
ed with animated cut scenes and your on-screen comrade will receive 
money that can be used to repair and upgrade your ship. 

Hardwired will use NovaLogic’s ubiquitous Voxel Space™ game 
engine, which was also used for Comanche and Armored Fist. It 
will feature several distinctive terrains using their soon to be patent- 
ed voxel land rendering technology. Gameplay is said to be intu- 
itive (i.e. steer, target, and shoot), with advanced moves being 
available to advanced pilots. The game will have the requisite digi- 
tal sound and music that we’ve all come to expect from these types 
of games. 

Sounding a bit like a cross between Origin’s Privateer and 
Cyberdreams’ CyberRace, look for Hardwired sometime at the end 
of 1995. 
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BEYOND 2000 MISSION: 


Rumor has it that Software 2000, the German based development house responsible for the 
upcoming Pizza Tycoon (to be released by MicroProse), currently has a few other concepts 
baking in the oven. Another eccentric design in the making is reputedly Construction Tycoon 
(our guess is that it might be included in the 1995 MicroProse lineup) and a third title called 
The Cave World Saga: The Shining Crystal. 


WIZARDS OF THE COAST 
AT YOUR DINING-ROOM TABLE 


After having worked out a computer version of its incredibly popular fantasy trading card 
game Magic: the Gathering™, the Wizard folks are planning to expand their gaming lines beyond 
the worlds of fantasy and science fiction. Come early next year, The Great Dalmuti™ will be 
winging its way to Wizards of the Coast fans, offering opportunities for five to eight players to 
engage in a “social status competition” trading game. Players sit in specific arrangements at the 
table designating social order, from Kings (Greater and Lesser Dalmutis) to Peons. As gameplay 
progresses, players move up or down the social ladder. The game should reportedly be easy 
enough for people eight to eighty to get into, making it a true family game. 





Strategy Plus 


POSSIBLE 


While Mission Studios is busy finalizing the development of 
Battlecruiser 3000 and Jetfighter 3, they’re also working on some 
new educationally-oriented projects. The company plans on pro- 
ducing student aid software based upon many of today’s standard- 
ized testing programs. Not only will the exams include a branching 
series of questions based upon the test takers’ responses, but the 
software will provide an encyclopedia of colleges and universities 
which can be cross-indexed relative to the student’s scores, finan- 
cial capabilities and geographical considerations. 

Further down the road is Bugwar (tentative title), a 3-D strategy 
game which pits armies of insects against one another in a desper- 
ate struggle of survival. What separates the game from the rest of 
the pack is the fact that it will include a unique 3-D viewing aspect. 
Essentially, the player will hopefully be able to drop down beside 
his or her multi-legged army and watch the action unfold, tentacle- 
to-tentacle. 
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AIR TO AIR MISSILES, 
MODEM-TO-MODEM MAYHEM 


NovaLogic has suggested that they have plans 
to ship an updated version of Comanche: 
Maximum Overkill with modem and/or net- 
work connection capabilities. The update is 
planned to ship around the same time as the 
company’s upcoming chopper sim, Werewolf, 
which is also planned to have modem/network 
capability, making the two designs interactive 


with each other. 

Werewolf reportedly focuses upon the former 
Soviet Union’s newest helicopter gunship, the 
KA-50 Hokum. The Hokum has opposing 
rotors, making it a platform with unique stabili- 
ty and flight performance capabilities, to be 
drawn upon in the design of Novalogic’s 
upcoming game. 


HOORAY FOR HOLLYWOOD! 


DeVuono-DeVuono Games have indicated that their impressive Hollywood Mogul strategy 
game is but the cornerstone of a grander design. With the advent of Hollywood Mogul Deluxe 
(HMD), due out for Xmas 95, the overall intent at DeVuono-DeVuono is to publish an entire series 
of “Mogul” products. Other installments will cover such entertainment segments as television, 
music, broadcast systems, books and publishing and finally multimedia. If you’re curious about 
what HMD will include then our Hollywood insiders indicate version 2.0 will include music and 
sound effects, an awards ceremony, hiring routines and the introduction of various ancillaries. 


A NEW 


INDIANA JONES 
ADVENTURE 


LucasArts have announced that they will be 
producing a new Indiana Jones PC title called 
Indiana Jones and his Desktop Adventures, 
an innovative Windows-based story game. It 
has a game generating engine that is capable 
of creating millions of short game scenarios 
that can take only an hour or so to play. Each 
time a new game is started there will be new 
characters, puzzles, and treasures. 

The scenarios will all be loosely related to 
Indy’s adventures in Mexico in the 1930’s. 
You will team up with Marcus Brody as you 
search for treasures left by the Mayans, 
Mixtecs, Olmecs, Toltecs, and Aztecs. Indy 
wants the items for the musem, but competi- 
tors are looking for easy cash. You will be 
forced to compete with a shady rival called 
Dr. Victor Van Loon for possession of arti- 
facts sacred to Quetzalcoatl. 





LOOKING GLASS TECHNOLOGIES’ 
NEW CRPG TAKES FLIGHT 


The developers of the Underworld games and 
System Shock are creating another, as yet 
unnamed, first-person RPG that will see the light 
of day in early 1995. 

The story goes something like this. In the 
future, the Earth has inhabited space. The domi- 
nant culture, the Hegemony, have decided they 
need to eliminate all of the problems of the world 
by instigating a strict code of life. This doesn’t 
sit well with some of the people who peel off and 
form their own colony on Alpha Centauri called 
New Hope. This group establishes its colony and 
starts to develop its own culture and technology. 
Their might eventually surpasses the Hegemony, 
who decide to try and integrate the New Hope 
colonists back into the fold. They send Morgan 
Thaler, their greatest hero, to supervise the inte- 
gration. Morgan doesn’t quite have both oars in 
the water and possesses the ability to clone war- 
riors, which understandably causes concern on 
New Hope. 


The game will use full motion video to set up 
the missions for you. Your character is a New 
Hope Strike Force Agent, and you will have mis- 
sions that you have to complete in order to 
advance in the plot of the game. If you fail at a 
mission (assuming you’re not killed), the game 
will not end or force you to complete that mis- 
sion. Instead, it forces you to take an alternate 
path to the end. 

What sets this game apart from others is 
Looking Glass’ physics models. The designers 
are trying to simulate the physics of bi-pedal 
motion, which includes the muscles and joints of 
each character. In doing so they are adding a new 
wrinkle to the first-person game, as it will allow 
more realism in combat. For example, striking a 
player at close range causes that person to recoil 
and take much more damage. However, if you 
shoot them from long range it may only hit an 
arm, which effectively eliminates that arm but 
doesn’t kill the person. In other words, they can 


still come after you. 

This sounds like a combination of DOOM and 
the manned robot game EarthSiege, where the 
targeting of the limbs of the bots is so important. 

Looking Glass also have some interesting ideas 
about the Al of the game. The AI of the opponent 
will be based on the player’s ability. In other 
words, 1f you are a complete dolt the enemy will 
act like a dolt, and if you’re a game God (like any 
of the editors of this magazine) the enemy will be 
tougher. Regardless of level, it will require the 
creativity of the player to outsmart the AI, not 
just brute force. 

The pictures you see here are not final by any 
means, and Looking Glass says that the graphics 
are getting even better. They are using a com- 
pletely texture mapped terrain and claim to be 
achieving around 25 frames per second of anima- 
tion. With their excellent track record at first- 
person games, look for this title to be a winner 
when it is released. 
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ZEPPELIN 





MicroProse gets into the balloon business 


Mention the words zeppelin and 
MicroProse in the same sentence and most 
would instantly assume that the Hunt Valley 
based software giant was releasing yet anoth- 
er g-loaded simulation. On the contrary, 
Zeppelin has little to do with cloud hopping, 
and instead turns in its wings for a pair of 
wingtips. 

Zeppelin is actually a business sim in the 
same vein as /mpressions’ Air Bucks or 
Detroit. Although this sim is based thou- 
sands of miles away in Berlin, players cap- 
tain a turn-of-the-century fledgling airship 
company tasked with the rather entrepeneur- 
ial goal of achieving worldwide domination 
of the airship industry. Founded upon a turn 


based system of detailed planning, research 
and development and investment, the game 
commences in 1901 and, utilizing a series of 
weekly turns and historically based informa- 
tion, terminates for purposes of gameplay 
around 1940. 

Successfully managing an airship company 
is much like any other corporately based 
industrial pursuit. Players must take into 
account erstwhile calamites such as war and 
storms all the while insuring that their corpo- 
rate checkbooks remain in the Prussian black. 
Not only must the player deal with the esca- 
lating costs of raw materials and labor, but he 
must pay special heed to the development of 
faster and larger airships, otherwise the com- 


a, 


petition will slowly encroach upon his very 
Own air routes. 

With a mere three ships at his disposal, the 
player is also responsible for the rather mun- 
dane tasks of insuring that an airworthy fleet 
remain constantly available. At the conclu- 
sion of each flight, the player must gauge the 
integrity of each airship, continually check- 
ing and inspecting for defects in either the 
engine, hull or cabins, effecting any repairs 
deemed appropriate. On the flip side, the 
game does include some intriguing aspects. 
Attempts at breaking height, speed and 
endurance marks are rewarded with fanfare 
and financial restitution. Of course, power 
can sidetrack even the most resolute of 
deutschemark dabblers. The player is contin- 
ually bedeviled by romantic headaches, and 
must confront and pursue the love of his life, 
one fraulein Rosanne Brixton. Where the 
high-flying romance and professional dilem- 
ma intertwine is anybody’s guess, but rest 
assured the game doesn’t end before the 
parachute is invented. Good thing, aye 
Helmut? 
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BREAKING ATOMIC AND AVALON HILL 
NEW GROUND CAST A BACKWAR GLANCE 


Strategy Plus has learned that Atomic Games in conjunction with Avalon Hill plans on rereleasing the popu- 
lar V for Victory series of wargames. Retitled for reasons pertaining to trademark infringement, the entire 
series will be available on one CD-ROM which will support both PC and Mac platforms. There are no plans to 
include any new options such as e-mail play, and the games will not be compatible with Atomic’s new World 
at War series. Atomic’s only currently planned code modifications will entail cleaning up some of the bugs 
that have been identified since the games’ initial releases. 


Virgin Interactive Entertainment (VIE) have 
announced that they plan to purchase the majority of 
the assets of the software division of Media Vision. 
The latter company will not only surrender their 
upcoming entertainment titles (Daedalus 
Encounter, Hodj n’ Podj, Rivers of Dawn and an 
unnamed title) but will also hand over the rights to 
one of their former titles, Critical Path (sequel to 
The Journeyman Project). Many of Media 
Vision’s other software assets have already been auc- 
tioned off to other suitors. 


MORE MAGIC 


It’s just been learned that the new startup company 
Interactive Magic has signed an agreement with 
Strategic Marketing Partners for distribution. SMP 
is one of the largest distribution companies in the 
software entertainment industry. 
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MIX-U 


Computer Games Strategy Plus Magazine would 
like to apologize to Koei for our inadvertent use of 
another game’s screen shots, which appeared in our 
December issue’s coverage of Operation Europe. 
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Roll against history’s greatest! 





Railroads & Robber Barons -« 






With immigrants pouring in, America is poised for explosive west- 
ward growth. Magnates famed for their greed and business acumen 
rush to cash in. Can you handle the challenge? 

Lay track, build stations, purchase trains, and manipulate stocks 
to build an empire of iron and steel. History’s greatest Robber 
Barons will try to stop you by undercutting your lines and buying 
out your stock. Your only weapons are money and trains. Will 

your empire succeed or fall under the wheels of the competition? 





Break through the competition! 


, 
Actual screens may vary 
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The Avalon Hill — = CD ROM COMING SOON 





er] ! e (Oe) n an Available on: PC Compatibles, 386 or better, 4 MB of Ram, 3.5 High 
p y iy E Den: ty Flopp » House, Vn color graphics. § nd Support for ' und 
DIVISION OF MONARCH AVALON. INC. Blaster AW32, Sound Blaster 16, Sound Blaster Pro and Compatibles, 






4517 Harford Road Baltimore, MD 21214 Pro Audio Spectrum and Roland 






1830: Railroads & Robber Barons can be found in computer game stores near you. For order 
information or for the name of a retailer near you, call 1-S00—999-3222. Ask for Dept. SP 1 







Reader Service No. 105 


Reader Service No. 48 


iT oT 























ey 


RRS O 











RNasin zak 


: 
; 


young knigh 


+ 
. 


verland that we 
‘ , 












goon Knight 
Dtably thank 





~ Pe 


NOT RECOMMENDED FOR PLAYERS UNDER 13 




















BELIEVE IN THE MAGIC 


Newcomer Interactive Magic gets ready to initiate the next step 


forward in helicopter simulation technology - by Steve Wartofsky 


ith a name like /nteractive Magic you'd think this new 
start-up company would be doing something along the 
lines of fantasy-based CRPG as their first product, would- 
n’t you? If you did you’d be wrong: /Magic is the name for a group of 
veterans from the industry who have plans to address exactly the kind 
of audience most other serious flight and combat simulation designers 
these days seem least interested in pleasing: the one looking for a 
solid, in-depth simulation with teeth. 

Both simulation veterans and newcomers to the genre will be delight- 
ed to hear that /Magic’s work with Digital Integration is going to 
result in what is very likely to be the first real helicopter simu- 
lation released for the PC. Apache-Gunship (A-G) will 
combine the strengths of D/’s Tornado — a top-notch 
mission-planning system, an incredibly fast and detailed 
ground object generator, and a serious committment to 
producing a flight model that operates carefully 
within the parameters of the modeled air- 
craft — with all of the intensive 
work that D/ has done since 
Tornado’s release back in 
mid-1993, to produce 
results that are likely to be astonishing at the very least. 








The gospel 
according to joystick jockeys 

Why astonishing? Well, it’s become almost gospel recently that 
you ve got to give players an easy-to-fly vehicle (or set of vehicles) 
running through some really spectacular 3D terrain to sell a cutting- 
edge air combat title. Related gospel is that to accomplish such goals, 
processing time given over to flight modeling, combat modeling and 
instruments modeling has to be reduced dramatically. 

That might be true for the current approach to terrain and object gen- 
eration, but it’Il be old news once A-G is released. We'll be working 
here with ground-breaking advances in the object detail which make it 
possible to fill up terrain like never before with trees, houses, bunkers, 
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An Apache drawing a line in the sand 
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At the controls: check out these mfd’s 





and other more combat-oriented ground objects to interact with from 
the cockpit of the AH-64. We’ll be playing from inside an AH-64 
flight model that (if all goes well with current project projections) could 
feature both integer-based and floating-point-based engines, each of 
which is likely to compete with the detail 
level present in Falcon 3.0 (with the 
Pentium’s incredibly fast floating-point 
unit, a floating-point model could really 
take off on systems based around same!). And 
we'll be flying over 3D-generated terrain that is not 
only as detailed as the one in Comanche: Maximum 
Overkill but is also much more extensive in scope. No more 
flying around a postage stamp. 

In other words, whereas previous air combat simulations have con- 
centrated on one area of design over another, A-G is 
going to push a// directions in serious air combat 
simulation to the limit, to produce a system even 
the most jaded veteran gamers are likely to drool 
over. With any luck, the regular arguments on-line 
upon the release of each new “cutting-edge” simulation 
over limitations in the design will give way to a collec- 
tive glow of pleasure, as players get confirmation of their 
fondest hopes that, ves/ — it’s possible to have a real flight, combat 
and environment simulation that plays realistically and looks spec- 
tacular, too. 

DI and [Magic are nothing if not ambitious, and such a spec coming 
from almost any other flight simulation-oriented company out there 
might be viewed with some suspicion. The evidence of D/’s previous 
work, however, points to the extreme likelihood that together D/ and 
[Magic will indeed be able to pull off all of the above marvelously 
well. There’s already preliminary (but undisclosable) evidence that 
this will be the case. 




















Hold on to your modems 
And the above ambitions aren’t all; /Magic also has the goal of pro- 
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Command HQ: in depth mission planning will be an option 


viding both network and modem options for the design, to allow play- 
ers to operate in either front-seat/back-seat modes or as separate chop- 
per pilots, allied or opponent. The network goal is to offer up to eight 
players the chance to compete against each other in two teams over a 
Novell network using Ethernet; modem play will allow gamers to use 
their modems in full 14,400 connect mode, without the need to disable 
the data compression and error correction routines that make it possi- 
ble for modems to operate faster than 9600 baud. 


The nitty gritty 

Down to some further details, to flesh out what we might expect 
from such a sim. Most importantly, D/ and /Magic have agreed that 
offering a design with multiple types of vehicles is a little too generic 
an approach to guarantee a serious, in-depth flight and air combat sim- 
ulation. Thus they’ve decided to focus entirely on representing the 
AH-64 Longbow faithfully. This means providing a full complement 
of the appropriate weapons and targeting systems, all fully operational 
within declassified specifications. The symbology modes for flight 
and combat provided in the AH-64’s HUD will provide all the neces- 
sary information to follow through on the detailed mission planning 
the pilot has the option to engage in prior to taking off. The radar sys- 
tems will be fully functional, and make use of both HOTAS and 
mouse/keyboard style play control so that both veterans and those 
more traditionally equipped on the PC can operate radar effectively in 
a real-time combat environment. 

The mission planning system, while as sophisticated as the one pre- 
sent in Tornado, has been revamped to make it easier to use (or to 
avoid for those who just want to get into the pilot’s seat and into the 
action). Mission planning setup will be an option, rather than a neces- 
sity, prior to each mission or campaign. For those who want to get 
into detailed mission planning (and readers not familiar with Tornado 
should be advised that when we say detailed, we’re talking about cal- 
culating how many minutes and seconds each leg of a waypoint- 
planned route should take for ingress and egress, and at what alti- 
tudes!), plenty of assistance will be offered within the software to get 
through the process of planning the first few times. As with Tornado, 
basic training, “simulation,” real mission and campaign modes will all 
be selectable, making it possible to either go through careful training 
prior to engaging in missions, or to jump right into a campaign of 
sequenced missions at the player’s will. Preview and Map Explore 
options will be available prior to engaging, so that chopper sim pilots 
can study both terrain and opponents in preparation. All of the above 
should reduce the need to consult a monster paper manual, such as the 
one provided with DI’s previous effort. 

Assistance while within a mission or campaign will come in the form 
of effective (and selectable in detail) automation of various aspects of 
the AH-64’s performance. Front-seat/back-seat play with two players 
is likely to give each player the fullest realism in terms of manual con- 
trol over all combat and flight and radar systems, whereas when in sin- 
gle-player mode it’s likely that some automation of certain systems will 
be preferred, so that players can concentrate on either the flight, radar 
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We’ve done it! Let’s head home... 


or weapons issues they’re most interested (or competent) in. In any 

case, itll be up to the player, according to the current design spec, to 
make these choices — as much or as little automation of the various 
systems will be possible, depending on player preference. 





Great expectations 

If all of the above sounds like an air combat simulation fan’s 
dreams come true, it is; while we’ve only gotten a very early look at 
Interactive Magic’s new flagship product, we have every expectation 
that such dreams will be realized in Apache-Gunship. And newcom- 
ers to the genre are likely to be so impressed with the overall design 
(and its configurable simplicity for starters) they'll be eager to jump 
onboard as well. Imagine, a design that’s serious about realism and 
also fun to play; welcome to the rea/ new cutting edge in air combat 
sims!) 


The Spelicasters 


ill Stealey, formerly of MicroProse fame (he started the 
company years ago with Sid Meier), will be the lead 
investor in Interactive Magic. Old-time cohorts as well 
as some newcomers to the software biz, — among them Robert 
Pickens, Paul Lombardi, and Ray Rutledge — will be heading up 
the company’s operations, and a number of as yet undisclosed 
veteran game designers will also be working with the compa- 
ny. Initial plans are to license solid, in-depth product from 
both known innovators (such as Digital Integration) and cut- 
ting-edge rookies, and to develop games concurrently with the 
licensing activities. Corporate HQ is in Raleigh/Durham, North 
Carolina, right near one of the country’s hottest new high-tech 
concentrations. 

The company plans on publishing several simulation and 
strategy-based games. First out of the hangar in early 1995 is 
Apache-Gunship, designed by Digital Integration, the creators 
of Tornado. After the A-G rollout another DI design is planned, 
focused on the F-16 or F-22. Further down the road IMagic has 
reported plans on doing a land-based vehicle simulation and an 
underwater sim. 

Sources also indicate the company has allied themselves 
with the German based design house Software 2000. Due out 
early next year are Exploration, a strategy game of exploration 
in the new world; and a futuristic strategy/adventure game 
with the working name of The CaveWorld Saga: The Shining 
Crystal, also planned for Spring 1995. Look for some very 
important product to show from Interactive Magic. 
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.K. all you toy soldier buffs, put away your paint and listen 

up. If you like Civil War miniatures, or for that matter any 

type of strategy wargaming, Empire’s soon to be released, 
American Civil War (ACW) is for you. 

There’s something for all the blood thirsty Johnny Reb wannabees. 
American Civil War can simulate the entire American Civil War or 
individual battles. Additionally, ACW sports an extensive data base 
which includes information on Generals/famous personalities (42 of 
them), weapons (from flintlock to cannon), battles, newspaper articles 
and songs from the period. If you are totally lost, there is even a brief 
history of war. The CD-ROM version will take the database one step 
further with animated segments. 

Nine different variables can be altered before the war is joined. 
These include morale, supply, level of difficulty, etc. If you choose to 
fight the entire Civil War campaign — entire Civil War kind of things 
are important. Recruiting new soldiers, establishing a solid economic 
base, and production decisions are as important as 
sound Civil War battle tactics. Players are rewarded for the capture of 


Davis 
Gefferson Finis 
(1808-89) 





President of She Confederate Stetes 


A nation and interface divided | 
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ark Walker previews Empire’s new strategy game 
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The lay of the land 
cities. The more you own the stronger your economic base. 

On the strategic map orders are given to entire armies, although 
smaller sections may be broken off. The interface here, and through- 
out the game, is simple and intuitive. Click on a unit, click on the 
position you want it to travel and you’re off. When opposing armies 
meet the player has the option to fight the battle mano chipo on the 
battle board or let the computer handle the dirty work for him. When 
playing the campaign game you’d be in for a real long commitment if 
you opt to play out all the battles. 

But it’s hard to resist the call of the battle. If you liked Fields of 
Glory you’|l like this. There is a distinct miniature feel. The battle 
board uses a three quarter overhead view and several levels of magni- 
fication are available. The panoramic view shows the entire field of 
battle. The graphics are fine, but at times the terrain looks a little like 
a patchwork quilt thrown over a couple of kitchen chairs. The troops 
are indistinguishable but formation positions are marked with flags. 
Again, the interface is instinctive, click on a flag/formation and a 
menu pops on the right side of the screen. Individual units may be 
moved or, by clicking on a higher echelon commander (for example a 
corps), all units assigned will march to the selected waypoint. You 
may choose three different types of advance or retreat, resting, or 
engaging the enemy. Click again and the screen dissolves into a chain 
of command flow chart for the unit and it’s superiors. From this 
screen units and generals may be transferred, orders given, formations 
located and status studied. Once the action is selected, click on the 
formation’s destination or target and watch the fun. 

When the fighting starts, zoom the map to max magnify. On this 
level, the graphics are superb. The terrain still looks like a quilt some- 
times...but a superbly colorful quilt. The detail is top notch and each 
individual soldier is visible -way cool. Smoke and fire belch from the 
rifles and cannons, little guys fall down, little guys die, great stuff. I 
mean, after all it’s just silicon, right? Unit type, weapon characteris- 
tics, fatigue, and morale effect the outcome of the combat. 

Empire may release four to five historical battles with the game in 
addition to the campaign game. If so, I’d bet on Gettysburg, Shiloh, 
Antietam, and a couple of players to be named later. There are cur- 
rently no plans to include a scenario editor. 

So who are you fighting and what do you need to fight them with? 
As always, you can fight your long time wargaming pal, the computer 
or a water based protein life form via modem. American Civil War 
will run on a 386DX (33 MHz) but a 486 is recommended. The 386 
shows its age on the battle board. Making all those little guys move, 
shoot, and die, will take some time (and memory). 

A clever game. For Civil War buffs or wargamers in general, 
American Civil War will be a welcome addition to anyone’s wargam- 
ing library. Anyhow, it beats picking up all those miniatures off the 
kitchen table when you are finished.U 
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THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 
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If you think you’re good at games, then let’s have some be a mercenary who’s looking for a few good friends. 
real fun. When you’re online with GEnie® Multi-Player | With GEnie, the possibilities are endless, the people 
Games, you’re playing real people, in realtime. Some are terrific, and even the prices are competitive. So put 
of the best players around the some new life into your joystick, 
world. O Splash a bandit in Air Call 1-800-638-9636 and sign on. We'll see de how 
Warrior®, and you’ve just taken good you are. © To sign up online, 
out eight other guys, who’ll be back gunning for you. turn your modem on and dial |-800-638-8369 or in 
Blast a MechWarrior® in MultiPlayer BattleTech™, and Canada 1-800-387-8330. Enter JOINGENIE at the 
who knows? Could be that jerk from the coast. Could prompt. When asked for the special offer enter ABB423. 


TDD 1-800-238-9172 
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= ie : multi-player games 
AIR — | STELLAR EMPEROR™ " BEST GAM ES AROU N D! 


Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 
Some restrictions apply. Find out what they are before you sign up by calling or logging on to GEnie. This offer is in lieu of all other offers, and is for new subscribers only. Available in U.S. & Canada only. 
Reader Service No. 76 












DESIGN NOTES 





Impressions’ notes on their upcc 


e are big fans of many business games, but have especial- 
ly fond memories of a type that is seldom seen these days 
— the oil tycoon games. These cast you as a wildcatter, 
trying to build an oil company, and thereby make a million or six. 
They were smallish games because they remained focused on their one 
task — oil production and sales,— but they were lots of fun. We 
wanted to recapture that fun, and to enhance it with new elements like 
empire-building, changing technology and fierce competition. 

At the same time, it struck us that the energy crisis seems to be “old 
news,” even though the speed at which we’re using up the world’s fos- 
sil fuels still seems to be accelerating. In practice, as much of Asia 
becomes significantly better off over the coming decades, consump- 
tion of electricity per head will grow exponentially, given the high 
population growth in these nations. Unless major new sources of ener- 
gy are found and used, a crisis seems inevitable not too many years 
from now. Ever keen to see the silver lining to a dark cloud, it struck 
us that this represented a major strategic challenge to the world— what 
better subject matter to incorporate right into our new game?! So 
Powerhouse was born. 

We decided to set the game in the near-future (nothing like an immi- 
nent crisis to make a game more involving!); humanity has come dan- 
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gerously close to depleting the Earth’s reserves of fossil fuels. 
Nervous at the prospect of seeing their cash flows dwindling, the oil 
majors engage in a spate of consolidation (through legal acquisitions, 
and less legal eliminations....) until just four mega-corporations remain 
in control of the world’s energy — the Powerhouses. 

In the game, you are cast as a Powerhouse CEO. Your job is to 
make money for your corporation — and to make your powerhouse 
the leader of the pack. As CEO, you have access to nine types of ener- 
gy generation: oil, coal, gas, geothermal, solar, wind, nuclear, hydro- 
electric and wave/tidal. You must send survey teams to scout for 
potential energy sites all around the world, and build a network of rigs, 
refineries, pipelines and generators to cover your current and expected 
customer base. 

Meanwhile, you must negotiate with governments for drilling rights 
and contracts to supply them with electricity, and also research tech- 
nologies to improve your ability to provide energy for mankind. 

You’ll need to be careful to expand your empire without harming the 
environment too much; democratic governments need to be re-elected 
— if they lose, who knows whether the incoming regime will look on. 
And you won’t even be able to relax if the government is not a democ- 
racy: some may throw you out, nationalizing your assets, others may 
simply adjust the terms of your contract in their favor (on a take it or 
leave it basis!) while less fortunate governments may be overthrown as 
a result of excessive ecological damage. You have been warned! 

Powerhouse is unique in that it combines a compelling storyline 
with an expanded business empire/energy game; it is the only game to 
cover all nine major energy sources, and adds research into new tech- 
nologies (some still only theoretically possible at the time of writing). 
Unlike games such as our own Air Bucks, where new planes become 
available from time to time, the technology structure is far more inter- 
esting in Powerhouse. You can research into a variety of energy 
types, and within some of those types, for example oil, several differ- 
ent types of structures — for example drilling rigs, refineries, ete. — 
and combine the individual parts in different ways for a large variety 
of possible results. Technology types will affect such areas as how 
deep you can drill, how accurate your surveys are, how clean/safe your 
operations are, how economical they are, how efficiently you can har- 
ness fuel into electricity, and so on. 

Clearly, some areas of the world are suitable for certain types of 
energy generation, while other areas suit other types. There will be a 
“randomize geology” option so that you can play the game with land 
masses that are familiar, while providing the longevity of unlimited 
number of effective game boards. In fact, there will in addition be a 
randomize world option for those of you who like to really mix things 
up! Whichever map you’re playing on, though, one of the fun parts to 
the game is the not knowing exactly how much oil, coal or gas you 
have in your current field; how accurate 1s your survey? It gives us a 
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real kick to discover that the 20 million barrels you thought you had is 
in fact 400 million! 

You will need to strike a balance between the different energy types 
throughout the game, because of the geographic and ecological differ- 
ences, and eventually develop the technologies that will replace the 
world’s fossil fuels, hopefully before they run out! 

Another exciting element of designing this game was the ability to 
use realistic data for quite a bit of the underlying model. Data on 
worldwide population growth and per capita energy consumption, as 
well as the basic costs and revenue streams of the energy industry, are 
fascinating as well as rewarding to include. But don’t worry! We will 
be using the realistic data as a base for our model, rather than using all 
the tables exactly as 1s, so as to ensure that every game you play will 
be different. This is no “puzzle” to be worked out, but an open eco- 
nomic game with more than a touch of realism. 

One of our first decisions was to render the game in Super VGA 
graphics; not only would this give the game that crisper, cleaner look 
most strategy gamers are so fond of, but also, by allowing us to pre- 
sent more data or icons on each screen, it would allow us to build a 
streamlined, more intuitive interface made up of fewer screens. We 
also decided to make this game turn-based, in response to customer 
requests. 

One of our early decisions was to simplify the number of tasks the 
user has to do each turn. Air Bucks offers the power of more flexibili- 
ty, for example allowing users to set prices, but at the same time it 
requires you to set the prices. With Powerhouse, we’ve worked hard 
to create a game which offers you significant decision-making ability, 
without requiring such an enormous micro-management burden. We 
make games, not spreadsheets with graphics (that market is way too 
competitive for us!!!). 

At the same time, we have strived, too, to maintain the almost 
unsurpassed feedback and information supply of Lords of the Realm, 
to enable you to make decisions in the game based upon sensible facts. 
The game will let you know why things happen a certain way, allow- 
ing you to focus on working out how you want to improve the situa- 
tion. 

Ever since we launched Air Bucks, many of our users have asked 
us to produce Windows™ versions of our games. We have not done 
so thus far, since the graphics overhead of Windows would slow our 
games to acrawl. As we were starting to code Powerhouse, though, 
Microsoft began showing off WinG, a device which lets developers get 
back much of the speed of DOS from within Windows. Powerhouse 
seemed like the perfect game for our first major Windows product 
(with its turn-based structure, SVGA graphics and tile-based terrain 
map) so, for those of you who have been waiting so long, your time 
has come. Powerhouse will be a Windows-only game. 

Powerhouse will also be very much a CD game: at the time of writ- 
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ing, we are not sure whether we will even launch a floppy disk ver- 
sion. The CD will include full motion video, extensive use of pho- 
tographs within the game, and lots of professional voice acting (i.e. 
speech!). For example, all of the ENN (Energy News Network) 
reports the player receives will be video-based, using a combination of 
filmed actors and file-footage of real generators, oil rigs and the like. 
Additional video sequences will provide glimpses into the cutthroat, 
corporate world of the future, providing a vivid backdrop for the game 
that takes its cues from both cyberpunk fiction and the Robocop films. 
Digitized speech will be used extensively, incorporated into reports 
that do not use video. 

We will be working hard to ensure the computer opponents give you 
a good run for your money, and as with most of our games now, 
Powerhouse will support modem play, so you can try your hand at 
beating your friends at yet another game. 

The result of our work should go far beyond the old “energy baron” 
games, by providing a rich blend of building, power grabbing and cut- 
throat competition. When we set about to make a business game, we 
mean business! 

Powerhouse is designed by Edward Grabowski and David Lester 
with much help from Chris Foster. 
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Steve Wartofsky goes strategic in 
MPS’ upcoming naval wargame sim 








couple of companies over the years have decided to take 
the board/wargame approach to the genre of flight simula- 
tion, with interesting results. Most recently, Avalon Hill 
has produced Flight Commander 2.0 (see elsewhere this issue). 
MicroProse has long been known as a company that approaches 
flight simulation from a wargamer’s perspective, so it’s no surprise 
that their upcoming effort, Navy Strike (NS), will focus more close- 
ly on the overall strategy and tactics present in a modern-day combat 
situation than it does on the first-person tactical perspective more 
typical for flight simulations. 





Maps galore 

The first thing the player is likely to notice in NS is the prolifera- 
tion of map views available upon entry into the design. In the very 
early alpha copy we’re looking at, a row of icons on the left provide 
control for this map-oriented interface, and give the player a number 
of options to set up both whole flights and individual missions for 
individual aircraft, should the need to go on stealth reconnaissance 
be necessary early in a scenario, for instance. The game can be 
played out almost entirely from within this interface, with the goal 
being to monitor the overall combat situation and make the kinds of 
decisions typical for a board-style wargame. 

Should the player want to spend more time “‘on the field,” howev- 
er, an engine is present to allow a first-person involvement in a par- 
ticular mission. The player can choose to fly either missions deemed 
critical to the success of the scenario, or missions of lower impor- 
tance which are likely to be easier because not on the front lines (to 
introduce newbies to the experience of flight sims). 


Game control 

The overall style of strategic play is similar in some ways to those 
found in Spectrum Holobyte’s Falcon 3.0 or Digital Integration’s 
Tornado, with of course much less emphasis on actual real-time 
flight and air combat modeling. The process of planning out attacks 
and defensive options are much like those necessary to be successful 
in the above-mentioned simulations, with much more control over 
the real-time pressure, boardgame style. As a mission is ongoing, it 
looks like the player will be able to gather reconnaissance reports on 
the status of various targets (assuming they’ve been reconnoitered), 
and plan new missions to either mop up after an initial attack or re- 
schedule targets which failed to be hit the first time around. 


Navy focus 

Singling NS out is the focus on the carrier-based, naval air combat 
environment of the game. As with Harpoon, a number of different 
campaign situations are provided, but each one is centered on the use 
of air power to negotiate military campaigns from the perspective of 
the Navy. The naval orientation means that tactics necessary to 
screen and defend the carrier fleet typical of this situation will have 
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Manage a campaign from the safety of your computer 


to be paid close attention to to be successful in a scenario or cam- 
paign. Not enough of the game’s AI design is present in the materi- 
als we're working with to tell how effective the computer opponent 
is, but plans are to concentrate on making the scenarios and cam- 


paigns challenging without being impossible. 


All in all, NS looks like an interesting new design from MPS that 
draws upon the company’s tradition of providing wargame-oriented 
designs for people interested in that aspect of air combat 


simulation. 
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Rodney Graves takes a more in-depth look a 
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hey say that good wine doesn’t get older, it gets better. The 
same can be said of SS/’s Great Naval Battles family of games. 
As time has gone by, the game system has grown, the models 
have been refined, and the amenities have been improved. In short, the 
Great Naval Battles Series has improved with age. 





What has gone before 

The first Great Naval Battles (GNB1 and its add ons) was a solid tac- 
tical level game with an operational twist. The graphics were good for 
the time, if not definitive. The underlying models, and the unique tactical 
aspect, were sound and interesting enough to ensure it a place on my hard 
drive long after other games had been deleted. 

The Second Version (Great Naval Battles IT) was a more operational- 
ly-oriented game and included tactical aviation (something sadly lacking 
in the original). Since aviation in general, and Naval Aviation in particu- 
lar, were key elements of the Pacific Theater of Operations, this was an 
essential addition. And while this was a great step forward, GNB2 
remained rather restricted; the designers limited the area of operations, 
allowing play only in the immediate vicinity of Guadalcanal. 

Having examined what has gone before, the question then becomes 
‘““What’s Next?” The third generation of the system, Great Naval 
Battles II, is currently (December 94) in testing prior to release. The 
design team at SS/ was kind enough to forward a copy for a sneak peek, 
and this is what was found in the FedEx package. 


Bells and whistles 

GNB3 is very similar in its style and content to GNB2, but it has bene- 
fited greatly from improvements in fit and finish. Noteworthy among the 
new amenities are the improved graphics. GNB3 uses SVGA graphics, 
and thus requires an SVGA graphics card, a non-interlaced monitor, and 
an installed VESA driver. In return for this investment in hardware and 
RAM, the player is rewarded with some truly eye- opening screens. The 
resulting graphics appear to be 640 x 480 pixels in 256 colors (VESA 
Mode 0101), and are quite well done. 

The first area you will see the improved resolution realized in is in the 
Flag Bridge View. This is a view from the windows of the Flag Bridge, 
which allows you to look out along an azimuth (usually the heading of 
the Flag Ship, but you can change the angle if you so desire) while oper- 
ating from the Flag Bridge. Since the Flag Bridge is the most useful 
operational level command screen, this feature gives you a view of 
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Air power is handled more effectively 
what’s going on around your flagship as you issue orders and make 
plans. 

The general scenery presented is consistent with my memories (and 
photographs, both historic and more recent) of operations in the Central 
and South Pacific Oceans. The other graphics intensive stations and 
screens have retained their earlier format, but have been cleaned and 
sharpened up. Damage Control, Gunnery, and most of the other stations 
will still be recognizable to veterans of GNB1 and GNB2; they are just 
prettier and more sharply defined than before. 

The ship graphics have also benefited from this increased resolution. 
Most of them are clearly recognizable when compared with period pho- 
tographs and recognition manuals. Such graphics still fall a little short of 
photographic quality, but not by much. The presentation of represented 
ships is also limited to just a few aspects (doing rotations for every degree 
of rotation would have been prohibitive), which is the only other notice- 
able limitation. 

The producers have promised improved sound and music for GNB3 to 
match the new and improved graphics. Since the floppy-based preview 
copy sent to me had these features disabled, we will have to wait and see 
if the final product delivers on this promise. 

Much of the overhead for these bells and whistles came with the move 
to CD ROM. This distribution media decision has allowed SS/ to include 
many more options than would have been feasible in a disk-based game, 
at the price of excluding those without CD ROM drives. Since I am, for 
the moment, one of those poor souls who does not have a CD ROM 
drive, I will be unable play the release version (a CD ROM drive is look- 
ing better all the time...). 


Game models 

One glaring deficiency from GNB2 which has been addressed in 
GNB3 is the size of the operating area. As previously mentioned, GNB2 
was limited to a rather small area centered on Guadalcanal. GNB3 
enjoys a significantly larger area of operations, ranging as far west as the 
Philippines. While still centered on the Solomon’s Islands, the new AO 
extends far enough to encompass all the bases which played major opera- 
tional roles in the Guadalcanal campaign and the advance north from the 
Solomons. 

SSI has included a series of adjustments for the various aspects of the 
weapons, models, and operations (which they refer to as the 
“Customizer’) with GNB3. These adjustments mean that the player can 
set the level of challenge and reality to suit his or her own historical con- 
clusions and personal preferences. This is certainly one answer to a well- 
known conundrum amongst grognards, namely that no two of them agree 
on much of anything when it comes to historical interpretation and simu- 
lations accuracy. If you don’t think the dud rate for US torpedos is high 
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enough, increase it. If you hold the Long Lance to be more damaging 
than the game results have indicated, increase the damage done by them. 
“Don’t gripe about it, change it!” seems to be the underlying philosophy. 


Replay value 

SST has wisely decided to take advantage of the space available on the 
CD ROM to include elements which are usually sold as add ons. The 
first of these is the set of scenarios included with the game. 

The 19 scenarios included with the preview version of GNB3 range 
from small task group actions to large campaigns. There is enough mate- 
rial here, just in the provided scenarios and their variations, to keep a 
gamer busy for weeks if not months. 

The next element is the “Randomizer.” This feature allows you to gen- 
erate random engagements to hone your tactical and operational skills. It 
has obvious benefits in terms of thrusting the player into a tactical situa- 
tion about which they have no previous knowledge. Situations such as 
this, where one or both sides collide blindly and a general melee results, 
are the stuff of legends and infamy, and also provide opportunities for the 
player to work within a more realistic “fog of war” than might be the case 
with a more carefully hard-wired home-built scenario. 

The final element which directly contributes to replay value is the 
Scenario Editor. It is a grognard’s dream, and will greatly increase 
the enjoyment of serious gamers and amateur historians. In combi- 
nation with the wide selection of platforms provided, it is possible 
to create virtually any actual or hypothetical combat from the 
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Pacific Theater of Operations in World War II. In combination with 
the “Customizer,” the possibilities are nearly endless. The Scenario 
Editor and Customizer essentially allow the player to put together 
combinations of forces and then set up their waypoints and tasks to 
be performed enroute; the simulation’s own AI takes over as forces 
engage, running either side as computer opponent and offering a 
certain amount of randomness in the encounter. It wasn’t clear from 
the materials received so far whether the Randomizer might be 
runnable on a constructed scenario; this would obviously be the 
ideal, where the player could produce carefully-detailed historical 
scenarios and then introduce a sufficient amount of randomization 
to keep actual play-through fresh. We’ll see what happens with the 
final product. 

I enjoyed my “test drive” of GNB3, and I look forward to playing the 
final version of the game. The system has been improved to the point 
where it’s now not only significantly more playable, but also historically 
more plausible than its predecessors. And for those who still disagree 
with the default decisions made in the design, well — now you can roll 
your own. As with SSG’s excellent Carriers at War Construction Kit 
(the premiere wargame building system available for the PC right now, 
by the way), the construction options in GNB3 will no doubt open up the 
design to many would-be wargame designers; and, while it might not be 
as extensive a system as present in SSG’s product, it nevertheless pro- 
vides plenty of opportunity to fiddle with the fine details. More games 
should work this way!U 
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Leader (BSL) are already faced with an exasperating uphill 

task since they’re already embroiled in a heated public debate 
regarding the technical specifications surrounding their upcoming pro- 
ject. Because BSL will owe much of its content to its spirited 
boardgaming lineage (Squad Leader and Advanced Squad Leader), 
the designer’s have had to consistently justify their design decisions, 
constantly refuting charges of sacrilege and design inconsistencies. Of 
course, the mere fact that Avalon Hill plans to or has published several 
computer games which are literal translations of certain board games 
doesn’t bode well for Atomic’s progress either. 

Like the SL and ASL series, BSL tackles World War II combat, 
reflecting much of the flavor and intricacy of actions at the most telling 
level of warfare, the tactical scale. As such, the game’s focal point 
places the player in command of several squads and a few combat vehi- 
cles, commencing with the D-Day landings at Omaha Beach, through 
the ensuing battles for the infamous hedgerows and finally trails off with 
the battles around St. Lo. Beginning as a Master Sergeant, the player 
initially commands but a few units and must successfully navigate a 
series of increasingly difficult scenarios. Eventually the campaign cul- 
minates in a major combat engagement with the player assuming the 
role of a Captain at the helm of a company sized strike force. 

As the overall commander then, the player is giving orders to either 
U.S. or German combat teams, assigning them general areas of opera- 
tion and specific covered arcs. Once a team has been issued their 
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marching orders, the teams themselves will decide how best to get there. 
For instance, if the combat team believes that no one is occupying a 
town then they’ll march straight down the road. If, on the other hand, 
they foresee trouble brewing, then their alert level rises and they will 
pursue their objective by actively seeking cover. Several modes of tran- 
sit will be included such as walking, running, crouching and even crawl- 
ing. Once the units are engaged though, you, as the overall commander 
watch the action unfold from afar and must either call in indirect fire 
support to reduce the enemy’s position or reinforce your battle group 
with whatever reserves happen to be available. 

Keith Zabalaoui, president of Atomic Games, separates fact from fic- 
tion and discusses some of the aspects which will be incorporated into 
BSL. 

“The walkie-talkies (in WWII) were not reliable. If they were, you 
were lucky. Realistically, communications with the guys in the field 
were very slim. Once you sent them out it would be hard to get mes- 
sages to them. The idea that we’re playing with now is that you have as 
much time as you want at the beginning of the game to draw up your 
battle plan and issue orders, telling the teams where you want them to 
deploy. Once it starts, you can still issue orders to them, but whether or 
not they obey or even get the orders will probably be based on a formula 
and we may let the player have some control over that to decide how 
realistic he wants it (the game) to be.” 

Because BSL represents the first tactical level game for Atomic, 
Zabalaoui addresses some of the incumbent technical constraints they’ve 
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had to vault. 

“Every element in the game has, in its data structure, ratings at three 
different levels; low medium and high. So some things won’t block 
line-of-sight at (the) high (level) like a low vehicle or a wall or a 
hedgerow but they block it at low. Other things are the other way 
around, like trees. They may block a line-of-sight at high but not medi- 
um or low.” 


Combat! 

Clearly, the game mechanics underlying the BSL system are intended 
to both recreate the stress and tension of real-time tactical combat while 
at the same time building upon the personality foundation first set down 
in SL. , 

For instance, not only will each soldier exhibit a unique personality, 
but each will possess a personality and a psychological profile as well as 
background information pertinent to each soldier’s combat performance. 
Of course, every soldier’s traits and unique peculiarities can be exam- 
ined offline but little if anything can be done to tinker or modify their 
values. 

Players will quickly realize that the primary objective of the game 
isn’t just to meet each of the scenarios required victory conditions. 
Successful play goes well beyond that rather rudimentary precondition 
and neccesitates that a player grapple with the CRPG-based concept of 
demonstrating strong survivalistic tendencies. Essentially, the player 
must guide as many of his initial complement of troops at Omaha Beach 
to a safe conclusion at St. Lo. As the player progresses through the cam- 
paign game, said troops will slowly learn the trades of war and mature 
into battle hardened veterans thereby not only becoming much more 
responsive to the player’s orders (they’re less likely to bolt under fire or 
waste ammunition at pointless targets) but are simultaneously develop- 
ing into increasingly valuable combat assets. 

Depending upon their wounds, infirmed troops are sent to aid sta- 
tions and are either returned to their units at a later date or rotated back 
to the United States. If replacements are required to fill various open 
slots in the Table of Organization, then the player should recognize 
that these fresh troops are likely to arrive at the front in a green’ or 
untested state and thereby may impact upon the cohesiveness of its 
assigned unit. Wounded soldiers as well as heroic deeds will both be 
rewarded with medals which again can be viewed offline in the sol- 
dier’s profile. 

Utilizing an overhead view and a tile based internal grid for move- 
ment purposes (in the lower zoom level each square tile represents a 
piece of terrain eight meters by eight meters whereas an individual sol- 
dier occupies only two meters of real estate; at the lower magnification, 
movement is plotted on mega tiles measuring 40 meters by 40 meters), 
the game will almost certainly reflect as many factors of real-life squad 
based combat as possible. One example includes an algorithm which 
takes into account a second soldier having to man a heavy weapons 
position should the original gunner succumb to enemy fire. A second 
algorithm reduces the rate of fire of a unit should its ammunition level 
rapidly become depleted due to excessive fire. 

Depending upon how adept one’s combat units become, each unit will 
independently determine and prioritize which enemy units it will engage 
within the spectrum of available targets of opportunity. Although this 
aspect of the game will indeed prove frustrating to the player, current 
plans include a customizable option that will allow the player greater 
control over the battlefield in the event of multiple targets. 

Of course, as any serious grognard can tell you, “Kilroy”, better 
known as SL, has long left its indelible mark on the wargaming hobby. 
Atomic, fully aware of the multi-player capabilities of SL, currently 
plans to develop BSL to accomodate both a single opponent and a multi- 
player e-mail option, the latter perhaps accomodating several players on 
either side. Be forewarned, though, BSL is being billed as a high end 
game in terms of hardware requirements. Players will need, at a mini- 
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mum, a MAC 68040/Power PC or a fast 486 PC platform with 8 
Megabytes of RAM and an SVGA card, monitor and a CD-ROM drive. 


Battleground 

Several interesting departures from the original SL concept will also 
be manifested in BSL. First, victory conditions may not be as clear cut 
this time around. For instance, although a mission may stipulate that the 
scenario 1s a mop-up operation, the player may, in fact, be confronted 
with a much more daunting task and have to react accordingly. 

Secondly, plans, at present, call for only two add-on modules for each 
installment in the BSL series. Instead of the introduction of new nation- 
alities as was the case with SL, extension sets might include an elite unit 
module, such as the addition of the SS or American Rangers, or a tank 
module. Each new installment, though, will focus on a different front in 
the war possibly including one for the Japanese. Third, each time the 
player tackles a given scenario he may be confronted with a randomly 
determined enemy both in terms of unit composition as well as place- 
ment. 

In any event, like SL, Atomic has high hopes for BSL since they are 
approaching the project as if they were laying the framework for a vast 
new game system. 

“We're also using it as a development platform to develop technolo- 
gy”, states a confident Zabalaoui, “to develop techniques so it’s as much 
that as it is the game. I plan to take things that we develop for Beyond 
Squad Leader and apply them to other games, Magic Realm for 
instance”’. 

BSL is an ambitious undertaking looking to push the envelope well 
beyond the blue horizon of current game design. Beyond a shadow of 
doubt, the game promises to become one of the most absorbing 
wargames ever produced, even by Squad Leader standards, but then 
again that’s why it’s called Beyond Squad Leader.U 
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he games of Legend Entertainment have always been slightly 

anachronistic, which was their greatest asset to most hard-core 

adventure gamers. Eschewing the all-icon, third-person view 
of your character style games like those from Sierra and LucasArts, 
their early games actually featured (gasp) typing and difficult puzzles. 
The release of Companions of Xanth saw the death of that interface, 
replaced by a more mainstream mouse interface. Death Gate brought 
Legend into the realm of CD-ROM-only SVGA adventures. 

The release of Mission Critical sometime in early to mid 1995 could 
suddenly find Legend ’s audience expanding beyond the loyal hard-core 
adventure fans and attracting some of the ones who think 7th Guest is 
the best adventure released. It features many of the graphic flash of 
that title (and others like it) while keeping those things that Legend fans 
keep dearest to their hearts - top notch stories and rich text. 


The plot 

The game starts with a bang — literally. It’s 2134, and after a period 
of peace, the world is at war, only now it’s on an intergalactic scale. 
You are a member of the Alliance aboard the USS Lexington, and your 
mission is to escort another ship to a world 68 light years from earth. 
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Your opposition, the United Nations, attacks your ship, and when you 
awaken from some sort of near-coma, you find the ship is damaged and 
the crew gone. 

Your first order of business it to get the ship up and running, dealing 
with things like a breached hull, damaged life support, a reactor headed 
for meltdown, and an insane computer. Once you’ve done that, you 
find out that the UN picked up a signal from a distant star which was 
translated to a set of coordinates — while the UN discussed what to do, 
the Alliance immediately sent out a ship to see what was at those coor- 
dinates. 

As it turns out, your Captain, realizing the odds were against you, 
sacrificed the crews of both of the ships, which succeeded in destroy- 
ing the UN force. You are orbiting the planet in question with the 
other ship, but there are UN forces on the way. It’s up to you to 
destroy the incoming UN forces and explore the planet. At this point 
you will utilize Mission Critical’s space combat portion of the 
game, which 1s a tactical game where you outfit drones for battle and 
control their targets and destinations, but not actually fly the individ- 
ual craft. 

After winning the battle, you will now have to explore the planet. 
There you will discover the secrets of who sent the original signal and 
how it effects the world as you know it. At the risk of giving too much 
away, you will have to solve a number of puzzles that lead to the cre- 
ation of a race of robots, and you will then be transported through time 
to see a vision of the future of mankind and the possible effects of the 
war that you are fighting. 

The plot has some larger implications. It tries to address the question 
of what it means to be human and the implications of creating artificial 
life. It also explores how we would act if confronted with something 
we actually created. What if our creation were able to evolve faster 
than we were? These were some of the questions that Victor 
Frankenstein asked himself when he met his creature in Mary Shelley’s 
Frankenstein (the actual novel, not the various film versions). 


The game 

Mission Critical will be a traditional graphic adventure game at 
heart, meaning that much of the game will consists of the player inter- 
acting with objects and characters in order to advance the story. The 
interface promises to be similar to their current one, but gone are the 
inventory and on-screen verbs. You will see a letterboxed view of the 
current room, and the interface can be summoned with a single mouse 
click. In order to move from room to room you will click on doors and 
paths, and unlike Legend ’s other games, there will be smooth scrolling 
3-D animation accompanying each movement (as with 7th Guest). 
The people you will be interacting with will be of the digitized and 
computer generated variety. 

Mission Critical is obviously a flagship product for a company that 
up till now hasn’t been known as a cutting edge technological innova- 
tor. Legend's reputation has been built by their adherence to stories 
over flash. If this game is able to integrate the flash, they could have a 
smash hit on their hands.U 
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This one you won’t 
want to miss. 


It’s been nearly three years in the making with a budget 
we won't even talk about. It employed a team of over a 
hundred people, including programmers, artists, musi- 
cians and writers as well as Hollywood make-up and 
special effects houses (we liked the flames in Backdraft” 
so we hired the movie's special effects house to bring in 
a little heat). As the creators of Wasteland” and The 
Bard’s Tale”, our goal was to produce a game every bit 


as innovative and unique. We think you'll like the results. 


Art and Stuff 
Graphically, the 
game is state-of- 
the-art stunning 
(we're a little 


el Cokx-Yo of] mala =tel ¢ 


out the screen- 





shots for yourself). 


We used a combination of live actors and computer 
generated creatures with Silicon Graphics environments 
and magical effects which were painstakingly rendered 
down to the finest crack, doorway and magical 
lightning storm. 


The Game's 
the Thing 
A combination of 
igerellifelate] MKe)(- 
playing and 
interactive story- 
telling, Stonekeep 
mixes a detailed 
storyline and character interaction with puzzle-solving, 
magic systems, character attributes and combat. It all 
comes together in a system that allows for quality story- 
=r Se) telling combined 
with a powerful, 
yet easy-to-use 
control system 
(intuitive without 
being watered 
down). 








© 1994 Interplay Productions. iia is a trademark of Interplay Productions. All Rights Reserved. 
The Bard's Tale and Wasteland are trademarks of Electronic Arts. 





The Box, the Book and Story | 

The packaging is every bit as cool as the game. 

Silo) Mate Mame Ms ex-rellol Molin osscolat-wesare] otto Mireles] coli oven 
the package starts you on your quest “through dark cor- 
ridors, treacherous 
sewers and subter- 
ranean realms of 
faeries, magick 
and the living 
o(-Yole Ma AYA Ml aTole! 
to throw a bit of 
marketing hype in : 
here somewhere.) Along with the skeleton hologram 
oh Am ZoltMe] oMel- MoM Tullio R-vell ela Mmatelxem sYeltale, 
Stonekeep novella by Steve Jackson and David Pulver. 


I, “By Gamers. For Gamers.”™ is 


Interplay’s slogan and 
Stonekeep is the kind of game 

we ve always wanted to play. 
It looks cool, sounds great and 
tells a good story. It’s one 
of those games you'll 
stay up playing until 
three in the morning 
on a work night. 
Bors ore) WAM AM [US mol [o) 


of fun. 








A CD-ROM, Role-Playing 
Experience for IBM and Compatibles. 
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es dear friends, another year has passed and once again it’s time to present 
our highly coveted annual game awards. We’ve not only included the 
usual category breakdowns but this year we’ve decided to expand our for- 
mat for the ever expanding simulation, adventure and CRPG (Computer Role 
Playing Game) categories. For instance, we’ll be presenting awards for three sepa- 
rate categories within the simulation genre; flight sims, combat sims and fantasy 
sims. Considering the breadth and scope of simulations available, the editorial staff 
felt that the time had come to re-examine the genre and attempt to redefine and seg- 
regate the various sub-categories within fairly consistent boundaries. As a result, 
the flight sim category, for instance, contains only those sims that actually model a 
real world aircraft type while the fantasy sim category covers both futuristic and 
space- based simulations. Lastly, the combat simulation category tackles both land 
and sea based military simulations that are rooted within land and sea based weapon 
systems of the past, present and future. 

Due to the introduction of full-motion video and the increasing influence of 
Hollywood, we’ve segmented the adventure gaming genre into animated adventures 
and cinema-graphic, or full motion, video typical games. Lastly, we’ve split up the 
CRPG category into single character based RPG’s and multiple character RPG’s 
since, for all intents and purposes, they are two distinct categories as well. 

We also felt we needed to clarify the blurred categories of strategy and 
wargames. A game was considered to fall into the wargame genre if it was based 
upon a historical battle subsequently placed in the strategy genre if it didn’t. 

As we did last year, we’ve invited all of the writers and editorial staff of the mag- 
azine to vote on their top four picks for each category. A first place vote earned a 
game 5 points, second place was worth 3 points, third place 2 and finally fourth 
place garnered one point. We then tabulated all of the results and arrived at our 
overall runner-ups and award winners. 

Without further ado, here now the results of our polls. Congratulations to all con- 
cerned! 





Best Action Game 
Runner Ups: 
DOOM (id Software) Who can argue with a rocket launcher pointed straight at your gizzard? It 
wasn’t bad enough that the game featured never before seen state-of-the-art graphics and repre- 
sented a quantum leap in game technology, but the modem option cinched its success. 
Spawning an entire counterculture of DOOM addicts, the world is still reeling nearly a year after 
its initial release. 
Quarantine (GameTek) Several of our Los Angeles based writers took this drive-by shooter to 
task for its lack of authenticity! Seriously though, if you’ve ever had the hankering to drive 
offensively, then this rollicking cab ride might be the only acceptable way to combine drinking 
and driving for the holidays. 
Delta V (Bethesda Softworks) Whether you’re ducking and swerving, or firing and forgetting, 
Delta V ably demonstrates just how fast the average PC can fly these days. Displaying a blister- 
ing frame rate amidst some radical texture mapped graphics, Delta V earned itself some top 
marks in the “smiles” per gallon category. 
Winner: 
DOOM II (id Software) Look up the word “action” in any of the software dictionaries and 
you might very well read an accompanying comment such as “see DOOM.” Literally defining the action genre, DOOM II contained thirty-two levels of non-stop, blood- 
curdling action, which served as a satisfying second helping of mindless mayhem. Finishing off where the original left off, when last we heard, id Software in conjunction 
with Good Times Software (GTI) had sold over 800,000 copies of DOOM II worldwide. Its popularity is unsurpassed by any current game and will probably remain a 
favorite for years to come. Lots of imitations have surfaced since its release but none come close to the heart throbbing intensity DOOM II elicits. Rumors of a merchan- 
dising campaign and a movie deal still abound, so it’s anybody’s guess how long DOOM II will remain on our hard drives and the tips of our tongues. 
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Runner Ups: =— = 2 eS ae = a 
Blackthorne (/nterplay) _ = : 
As side-scrolling shooters go, it doesn’t at any better than this! - Loloréal graphics com- 
bined with heart- -pounding game play 1 insures that this one will be Turking on many a hard 
drive for months focome. _ : = = = 
Pinball Fantasies (2/st Century Entertainment) _ = : 
Another entry into the crowded flipper and avekizel ball bearing genre, Pinhal Kantasics 
represents a dream come true-éven for the most ardent pinball critics. Pinball wizards world 
over agree that this neon flasher should be banned from the office place. = : Z 
Monty Python’s Complete Waste of Time (7th Level) _ = 
Combine one part — Python appeal, with one part multimedia appeal and one putt attor- 
ney’s appeal and you’ve got the makings of an interesting gaming cocktail. Lots of cote 
screensavers, utilities, video bits and \ yes, even a few aes esque games, resurrects the | = 
fabled crew from syndicate oblivion. 


The answer is...: | =i — 

Lode Runner (Sierra) Perhaps Carl Sagan should have fapdaeei this one. “Billions upon billions of quarters have been dropped into this black hole of arcade 
games with no hope of ever finding their way back home! Or, as the advertisement states, “2.5 million former addicts can’t be wrong!” A classic by any stretch of 
the imagination, Dynamix made this one even classier. Over 150 new levels, beautiful hand drawn graphics and a sound track even Placido Domingo still hums 
(not!), Lode Runner was the hands down favorite to walk off with this award. 





Best Animated Adventure Game 
An animated adventure is one that features hand-drawn artwork and eles 
Runner Ups: : 
Alone in the Dark 2 (/-Motion) 
The sequel to Alone in the Dark was better than the prequel. This very weird French game fea- 
tured dueling blockheads and loads of action and adventuring, with more emphasis on action. 
Death Gate (Legend Entertainment) 
Who but Legend could bring to life the novels of Margaret Weis and Tracy Hickman? 
Featuring the company’s best graphics to date, Death Gate was a winner. Fans of old-fash- 
ioned adventures can’t go wrong with this one. 
Ecstatica (Psygnosis) : 
This game was a virtual clone of Alone in the Dark 2, but considerably meainget Using 
round ellipsoids to render the characters, it resembled an army of Weebles zune bad. It was 
funnier than most comedy adventures, too. 
Relentless: Twinsen’s Adventure (Electronic Arts) 
This delightful game came from the same chaps who developed Alone in the Dark. It did- 


n’t use the multiple camera angles of its predecessor, but instead featured some of the best : 
SVGA graphics seen in any adventure game. Sam & Max Hit the Road CD-ROM 





And the wreath goes t0...: 

Sam & Max Hit the Road CD-ROM (LucasArts) Travel the country and wreak havoc as semi-clothed Freelance Police Sam & Max in LucasArts’ Sam 
& Max Hit the Road CD-ROM. It didn’t have the best graphics or feature a bunch of “famous” washed-up over-actors, but was the best adventure game of the year. 
What made it so good was that it was smart as well as funny: it didn’t resort to clichés, obvious puns, and broad sight gags. Instead it assumed its audience had a 
brain and knew how to use it. I mean, how many games have ever had a Kafka joke? In a genre that emphasizes story and dialogue, this game by far had the best 
writing of any game released in 1994, Kudos to the entire production team, and may they forever enjoy their prize of a lifetime supply of Snuckey’s crap. 


Best Fantasy Simulation 
Runner Ups: 
Star Crusader (GameTek) As writer Peter Smith said in his review, SC has all the excite- 
ment of a Wing Commander or X-Wing game plus an intriguing story built around the rise , 
and fall of a galactic empire. Not to be missed. 
Wing Commander Armada (Origin) Going beyond the early first-person sitet of the 
WC engine, WCA is really one-of Origin’s first major attempts at a strategy game since © 
Omega; and it works. The modem play is exciting, too. = 
Subwar 2050 (MicroProse) MPS really garnered strength this year from its UK people. = 
Subwar 2050 did something really unique in the genre, did it with style, and dpe ad aes a 
taste of what futuristic inter- Be ees raiding might be like in h the r next century. = - 
The checkered flag goes to...: ez 
TIE Fighter (LucasArts) = : = 
There’s really no question in anyone’s mind that, whether fantasy or not, TIE flies incredi- 
bly well, and has the kind of detailed systems management and control typical of an in- 
depth realistic air combat simulation without the potentially high learning curve of the lat- 
ter. Whole on-line role-playing universes have been constructed by players around this TIE Fighter 
thing, a sign of the quality of the design. = 
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Best Single Character Role-Playin g Game 


Runner Ups: = : 
The Elder Scrolls: Arena Betheads Softworks) 
A first-person, single character CRPG, this new — 
series from Bethesda was widely praised by 
CRPG fans. The mere size of Arena was too 

| much for most gamers, but the quality of this 
} first effort points to a bright future for this 
CRPG engine. | 

Pagan: Ultima 8 (Origin Systems) : 
This latest installment of Lord British’s Ultima 
saga was one of the most controversial games of 
the year. Most players either loved it or hated it. 
Many CRPGers hated the “Super Avatar 

: _ Brothers” feel of some parts of it, but those who 
‘managed to get by that were rewarded by superb animation and a good story. 

Wolf (Sanctuary Woods) System Shock 

Without a doubt the most innovative software title of 1994, Wolf was the most unconventional of a = = 2 = = = | 
games, one that allowed you to actually be a wolf. To top it off, it featured an on-line history lesson about the wolf, = 








The survivor is...: ; | 
System Shock (Origin Systems) It wasn’t a great year for CRPGs, but even in a good year Origin Systems’ System Shock would be a clear standout. The plot ini- 

tially seems rather simplistic, but as you progress further into the game it begins to draw you in. The plot device of using the dead colonists’ logs to advance the story 

adds a human touch that allows you to empathize with their plight. To top that off, few companies have managed to improve on Lookin Glass Technologies’ original 

Ultima Underworld first-person engine, which has been transformed for this title, adding the ability to look up and down, pee around corners, and crouch. 


Best Multi-character Role-Playing Game 
Runner Ups: 
Menzoberranzan (SS/) 
The talented folks at Dreamforge cooked up this first-person CRPG using the engine from 
Ravenloft. Travel with a bunch of dwarves and elves as you try to discover just what the name 
Menzoberranzan actually means. 
Dark Sun: Wake of the Ravager (SS/) 
The sequel to Shattered Lands, this is the final TSR AD&D release from SS/. It was a definite 
improvement over its predecessor and was definitely geared toward the faithful. 
Superhero League of Hoboken (Legend Entertainment) 
Is it an adventure? Is ita CRPG? Well, this Legend release is both. Steve Meretzky’s sendup 


| ; ) - 
of the entire genre was long overdue, and was a great introductory CRPG to boot. 


Feraine-Temple in Kvirasim 

The champion is...: . | = 0) (aan 
Star Trail (Sir-Tech) The second in the Realms of Arkania series, Star Trail was the ewe i = 1 oe 
sequel to Blade of Destiny. It is a true hardcore CRPG, with extensive character generation, a 

large world, and a lot of dungeon questing and battles. In all respects it is a considerable 
improvement over Blade, featuring a new graphic look that is a marked improvement over its predecessor. Movement in the cities and dungeons is bandied with smooth- 
scrolling 3D graphics, rather than the one-block-at-a-time Blade. There is a new battle interface that allows those who are into tactical battles to view the action from an 
isometric view and control their characters (or, for those not into combat, let the computer do it for you). All in all, it’s just what CRPG’ers needed after it seemed like all 
companies had abandoned them in favor of more action/arcade style single-character CRPGs. 





Star Trail 


e Best Hardware 
Runner Ups: 
F16-FLCS (Thrustmaster) 
The latest in the line of high-quality controllers from Thrustmaster, the FLCS provided the 
most realistic control and programmability of any controller. 
Flightstick Pro (CH Products) 
This joystick from CH Products is an improvement over the classic Flightstick, adding 
‘more buttons and a programmable 8-way switch. 
‘Phoenix Flight & Weapons Control System (Advanced Gravis) 
Possibly the largest joystick ever built, the Phoenix features 24 programmable buttons and 
is just plain bizarre looking. 
Pro Pedals (CH Products) 
These versatile pedals from CH Products feature forward and back rudder motion for flying 
games | as well as pivot movement for use as pedals for driving games. 





Driving into the winner’s circle is...: 


Formula T1 (7hrustmaster) There have been a lot of flight simulator add-ons, but race orga Tt 


fans had been neglected until this year, when Thrustmaster released the Formula T1, a steering wheel and pedal combination controller. Takes racing games We 2 
new levels of realism. 
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ONLY A NIGHTMARE 


Go ahead and scream. From deep 
within your nightmare, utter a 
piteous cry — as though your life 
depends on someone hearing you. 


Because, in this reality, it does. 


From the master of computer 
Gaming comes an interactive 
suspense thriller so shockingly real 
you'll pray it’s only a nightmare: 


Phantasmagoria. 


Phantasmagoria is no ordinary 
game, no tawdry attempt at horror. 
We wouldn’t dare. Blending the 
talents of best-selling game 
designer Roberta Williams and a 
team of the world’s finest 
cinematographers, Phantasmagoria 
unleashes an incarnate evil you 


never knew existed inside your PC. 


PLEASANT DREAMS. 


big ee 


jan se ORIA 
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Best Cinema-graphic Adventure 


A cinema-graphic adventure is a graphic 
adventure that features full-motion, filmed 
video. 

Runner Ups: 

Myst (Broderbund) 

Two talented mortals calling themselves | | vi 
Robyn and Rand Miller created this enchanting : ; ai aS) S ements 
adventure that has literally enslaved thousands \ RAS | NST is in fp chattcce 
of Mac and PC gamers. They spend their days | Brea BSS 
and nights clicking on things. It’s scary. In = ae 
any other year, this would have been the top HS m 68 feuser | rest 
cinemagraphic adventure. Ae ee eee 
Noctropolis (Electronic Arts) 

Another game deserving of an award is 
Noctropolis, which is probably the best title in recent memory. A dark adventure set in a comic 
book world, this game was actually able to integrate filmed video into its airbrushed artwork. Under a Killing Moon 

Wrath of the Gods (Luminaria) 

This game featured filmed actors and still photography of the actual Greek ruins that the game took place in. It had a skewered sense of humor and some of the best togas 
ever seen in a computer game. 





A drum roll, if you please...: 

Under a Killing Moon (Access Sofiware) This game, technologically speaking, redefines adventure games. In a couple of years all adventure games will probably 
look like this. Its full motion, high-resolution 3-D graphics and extremely clear, 16-bit sound will set the new standard that future games will have to compete with. 
Follow Tex Murphy, star of Martian Memorandum and Mean Streets as he fumbles his way to saving the world once again. Featuring a number of name actors in lim- 
ited roles (Brian Keith, Margot Kidder, Russell Means, and the voice of James Earl Jones), the real star of the game was designer Chris Jones as Tex. He deadpanned his 
way through some of the corniest lines ever delivered, and for that we must thank him. 


Best Flight Simulations 
Runner Ups: 
F-14 Fleet Defender (MicroProse) 
While its intensive radar simulation might intimidate some, this has proven to be one of the best 
simulations MPS has ever done. Detailed like little else in the genre. 
Space Simulator (Microsoft) 
A real simulation that /S/BAO obviously took time to construct as such, SS1 builds on the 
strengths of Flight Simulator 5.0 without being a clone. 
Pacific Strike (Origin) 
Yes, despite all the criticism online and elsewhere, a number of people voted for this design. 
Interesting ideas tried out in an attempt to do something new. 


The gold medal goes to...: 

1942: Pacific Air War (MicroProse) Finally, someone put together hot graphics, a solid 
flight model, an interesting and challenging tactical situation, and even modem play (with the 
recent patch)! What more could any air combat fan ask for?! With this design MPS could be set , pred ey 
to release a series of WWII-based games as popular as Dynamix’ Aces series. Pacific Air War 





Best Sports Game 
Runner Ups: 
NHL Hockey ‘94 (Electronic Arts) 
This action-packed follow up to NHL Hockey emphasizes action over strategy but still manages 
to be entertaining. It features new SVGA graphics and features real NHL players and teams. 
FIFA Soccer (Electronic Arts) 
This was a conversion of Electronic Arts’ console hit, and it showed. It wasn’t for hardcore soc- 
cer fans, but instead was a helluva lot of fun. If soccer were actually like this, it might actually 
be popular here in the US. 
PGA Tour Golf 486 (Electronic Arts) 
Finally a golf game that gives Links 386Pro a run for its money. It took the playability of the 
original PGA Tour Golf and improved everything else about it. Featuring great graphics and 
actual PGA players, this one’s tough to dislike. : ae 
Ultimate Coaches Club Football (Microprose) a eS Ve gs remeron 
Microprose took last years Coaches Club Football and improved on every aspect of it for this . Sn ee 
game, allowing it to finally compete with Dynamix’ Football Pro. The initial release was quite 
odd, statistically speaking, but they have since fixed that problem. 
The strike buster is...: 
Front Page Sports Baseball (Sierra) The gang at Dynamix worked the same magic that they used on Football Pro and brought yet another version of the 
National Pastime to the PC. This is flat out the very best graphical baseball simulation ever released for a personal computer. It featured hi-resolution pitcher-batter 
views, which shifted to a full-screen field when the ball was put into play. You had full control over all views of the action using their intuitive VCR interface. There 
were a wealth of stats, using real players (on fake teams - there’s two licenses involved here). Best of all, it was the first baseball game to have a career mode, where you 
could take a team and build it from the ground up over a number of seasons and turn them into a winner. Dynamix stepped up to the plate with this game, which was iron- 
ically released on nearly the same day the players went on strike, and hit a homer. 


iat wet vt soma Mirah mae“ 


S PUI ADELPHIA 
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Front Page Sports Baseball . 
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= BS Pe ee, ee Best Combat Simulation 
der eine == ae | 

Aces of the Deep (Sierra) fo Oe 
One of the first truly realistic historical sub simulations, ath made use of advanced ses to a 
provide an intense “you are there” environment for play. 
Armored Fist (NovaLogic) Damn tough to win. at, and maybe not totally Salietic a8 a iank 
simulator, this one nevertheless ae the real- time tension of being in a battlefield situation 
like nothing before it. : 

M4 Sherman (Deadly Games) 

Not necessarily the prettiest design ever to show, it still impressed some of our r writers for its 
attempts to produce historical accuracy in a design focused on an area of simulation yet to be 
addressed by many products. . ae 

Seawolf (Electronic Arts) — : 

Despite the limitations imposed by reputed laatehafiinte crises over getting the manual ineeifien si 
EA has an exciting simulation here to be proud of, one which those willing to come to terms a oe 

with its long learning curve will surely find rewarding. Fue | reno | 

Metaltech: EarthSiege 





Step into the ring with...: 
Metaltech: EarthSiege (Dynamix) After what seemed like an endless wait for some kind of solid mech style battle system, Earthsiege finally proved that chal- 
lenging real-time mech combat can be done effectively on a PC (and that it can look really hot, too!). Now all we need is a good trading/strategy system tacked on. 


Best Wargame 
Runner Ups: 
The World at War: Operation Crusader (AH/Atomic Games) 
After parting ways with Three Sixty Pacific, Atomic rechristened the V for Victory series The 
World at War. Operation Crusader addressed all the critical concerns leveled at the earlier 
games and delivered a powerful wargame covering a crucial desert battle. 
Panzer General (SS/) 
Panzer General proved that beer and pretzel computer gaming is here to stay. An introductory 
level wargame, Panzer General should help sway the remaining pockets of boardgamers over 
to the computer platform while introducing the advantages of multimedia to both the gun shy 
and grognard alike. 
Tac Ops (Arsenal Publishing Inc.) 
Designed by a retired Marine Corps major, Tac Ops lays the groundwork for an extremely 
detailed battalion level wargaming system which accurately reflects contemporary battlefield 
strategy and tactics. 
Tigers on the Prowl (HPS Simulations) , 
Although the graphics are functional at best, the real gem behind this hex based wargame lies in Wargame Construction Set Volume I: _Tanks! 
its gameplay and level of artifical intelligence. If you’re an aficionado of World War II, you won’t want to omit Tigers from your collection. 


{: oe aii 08s 





To the victor the spoils: 

Wargame Construction Set Volume II: Tanks! (SS/) Although the game is billed as another wargame construction kit, the ill-conceived title doesn’t do the 
game justice. Norm Koger’s latest design is actually a complete game in its own right and highlights armored conflict from the trench strewn fields of World War I, through 
World War II and Korea, and continues right on up to Desert Storm. Although tanks are the primordial focal point of the game, Tanks! adequately covers the various sup- 
porting arms of modern day armored combat. Although the graphics were tolerable, the game’s real beauty lay in its scalable complexity levels and wealth of detail. 


Best Strategy Game 
Runner Ups: 
Master of Magic (MicroProse) 
Sim Tex, the folks that gave us last year’s Strategy Game of the Year, Master of Orion, certain- 
ly didn’t rest on their laurels for very long. Master of Magic was the fruit of their 1994 labors 
although there were bugs, it did solidify Sim Tex’s position as a house of strong repute. 
Colonization (MicroProse) 
Another sequel born out of prior pomp and circumstance was Sid Meier’ s Colonization. This 
time Sid’s attention turned to the shores of the New World as players chose the role of either 
conquistadors, explorers or settlers in an attempt to bring civilization to the Americas. If you 
liked the prequel, Colonization served up more of the same tame the world philosophy. 
Sim City 2000 (Maxis) 
One of the most highly anticipated strategy games was the long awaited sequel to Maxis’ Sim 
City. Sim City 2000 as it came to be known, ushered in an isometric viewing plane, extremely 
detailed cityscapes and a vast amount of information all relative to the building of a modern day 
metropolis. Still going strong nearly a year after its release, lots of add-on modules and cross 
platform support has earned the game an established following. 





Our savior is...: 

X-COM (MicroProse) Ina year of highly touted sequels, the game that took the top honors in the strategy category wasn’t a follow-on product, much less even heard 
of lest you were from abroad. Indeed, one of the most novel games that caught most of the American press and gaming audience napping was X-COM. Developed in the 
U.K. (originally entitled UFO: Enemy Unknown), X-COM took the man vs. alien theme one step further than anyone else’s efforts, introducing a far-ranging strategic 
aspect amidst a tactical level backdrop. Word has it that several sequels are already planned in the coming months which will undoubtedly take the concept even further. 
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Best Game of 1994 


Talk about a difficult category to vote on. Lots of heavyweights and welterweights managed to 
show up in the tabulations for this, our most important award. Ballots were cast for no less than 20 
games so we drew a line with the top 5 overall recipients. We thought it interesting to note that none 
of the top vote grabbers were based upon history, full motion video or live action so for all the 
hoopla surrounding some of the technological achievements surrounding the industry, good old fash- 
ioned gaming still knew where to come home and roost. 

Here now the nominees and the ultimate winner. 


Runner Ups: 
X-COM (MicroProse) Maybe the world’s been saved from alien enslavement but by the results, 
you never would have guessed earth’s population was ever grateful for it. Although it earned itself 
our top strategy game honors, X-COM took home only a nomination and a handshake from the 
world’s leaders in this category. 
Sam & Max CD-ROM (LucasArts) Color me black, color me blue but whatever you do color 
those two animated American crime busters red, white and blue. Poster boys for the Good Humor 
welcome wagon, those two malevolent misfits wrapped themselves up in a top notch script and pro- 
ceeded to galavant across our hand drawn countryside in search of our coveted top award. 
Sim City 2000 (Maxis) The construction and moving companies certainly enjoyed the workout 
they got in Maxis’ Sim City 2000. Although both would have undoubtedly given the game the nod 
for the best use of mortar and packing materials, the game was nudged out of the third millenium by yet another futuristic fav. I wonder if that 10% tax rate had 
anything to do with it? 
DOOM II (id Software) Whatever you do, shoot and scoot your way to the nearest software retailer and pick up this benchmark shooter. Remember, this is the 
closest thing to virtual reality you’re ever likely to experience anytime soon. Keep in mind that if you’re waiting to sample a shareware canape of this classic, 
then you’re plum out of luck. The only place you’ll be able to stitch your name in bullet holes is your own bedroom since the sequel carries a UPC code and a 
price tag to match. 

Unfortunately, DOOM II was blasted straight back to h*1l when it was stacked up against our ultimate shooter. 





<Cue John Williams> Gentlemen, the envelope please...: 
TIE Fighter (LucasArts) Ah yes, the Star Wars universe returns but this time you’re darting through asteroid and laser light showers for the evil Empire. 
Even though lots of star pilots were concerned about the premise of flying for the Emperor, LucasArts and company once again proved that a sturdy storyline, 
scintillating graphics and dynamic gameplay can overcome any plot to overthrow their gaming empire. 

So next time you gaze down upon those handsome medallions, combat patches and campaign ribbons in the TIE Fighter awards case, you may notice a shiny 
new one elbowing its way onto the velvet background for a quick dip into a bath of Tarn-X. That, my friends, is the highly coveted Strategy Plus Game of the Year 
Award and no, it won’t be available in any of the game’s add-on modules. No measure of points scored or mission goals accomplished will earn you that reward. 


TIE Fighter 
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young thief named Quinn, who has 
: a serious problem. He’s too honest 
to steal anything. Worthless to his guild, his 
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only hope for survival is to make sure the 
assassination fails. 
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Form follows function 


t wasn’t that long ago when the average hexagon based computer 

wargame packed about as much graphical punch as a stalk of limp 

spaghetti. For a while there, it appeared as if every armchair general 
would have to wage his or her eclectic campaigns upon flat, two dimen- 
sional, EGA inspired battlefields. Fortunately, our tax dollars seem to 
have been put to good use, and the latest class of Vincent van Goghs will 
be graduating the Wargaming College Magna Cum Laude. Let’s spot- 
light a few of the most notable artistes du hexagon from the class of ‘95. 

One of the most anticipated generic wargames of recent memory is 
Quantum Quality Production’s The Perfect General 2 (TPG2). Even 
though the original game was deemed a success due to ease of play and 
modem capabilities, the now dated tactical level wargame’s garish art- 
work left quite a lot to be desired. Tim Cuccolo, QOP’s in-house painter 
these past few years, is fast putting the finishing touches on TPG2 (pre- 
viewed in issue #49), his latest masterpiece. The game still clings to the 
same traditional overhead view, the lush new 3-D countryside is teeming 
with a fantastic assortment of fauna and man’s handiwork. 

Among the long list of graphical improvements found in TPG2 are 
flowing rivers, burning vehicles and flaming artillery barrages. Don your 
bifocals long enough and players will even witness some livestock tramp- 
ing across the farms and the odd assortment of traffic running through the 
city streets. Nice job Tim! 

Charlie Kibler, the resident board game artist over at Avalon Hill, has 
done an impeccable job in the realm of computer graphics. While the bat- 
tle map in The World at War: Operation Crusader was by no means 
trite, Stalingrad, their second installment in the popular series (pre- 
viewed in issue #50), is a spectacular head turner in its own right. Keep in 
mind that Charlie had to design not one but three battle maps for this 
medium, each map bearing a different level of detail depending upon the 
scenario depicted. Using stock World War II photos from the 
Smithsonian Archives, Charlie painstakingly used an SVGA pallette to 
recreate, block by block, the famed city bearing Stalin’s name. Atomic’s 
Jeff Wessevich, on the other hand, was handed the task of scuplting the 


: Stalingrad 


Atomic/Avalon Hill’s The World at War 





World at War interface. His labors have resulted in a gorgeous mar- 
bleized interface which could just as readily frame the typical adventure 
game as it could a wargame of this magnitude. 

Front Lines (FL) represents /mpressions’ first sortie into hexagon 
based wargames. Although some might say it sports a peculiarly strong 
resemblance to either The Perfect General or QOP's upcoming Battles 
in Time, FL quickly dispels the myth that history is repeating itself. 
Chris Beatrice, the Art Director over at Jmpressions, has designed and 
rendered some marvelous pallete animations to accompany the fine 
effort. For instance, not only will the tank barrels recoil with every blast 
but the treds of various vehicles churn up the countryside, leaving indeli- 
ble marks of past, present and future armored warfare. The integration of 
little nuances like these certainly pave to successfully drawing the player 
into the non-historically based segment of computer wargame. 

German based Blue Byte Software is no slouch either when it comes to 
fictitious, hexagon-based wargames. Now hooked up with Accolade in 
the United States, Battle Isle 2200 (formerly known as Battle Isle 2 and 
reviewed in issue #45) came adorned with a host of eye candy novelties, 
especially apparent in the ray traced graphics included on the CD-ROM 
version. The scenery based sequel, Battle Isle 2: Titan’s Legacy, takes 
the concept up a notch by not only working under the Windows environ- 
ment, but introducing scalable windows, hi-res SVGA graphics and an 
assortment of 3-D animations. Hats off to Thorsten Knop and company! 

Finally, there’s GMT/Erudite’s Great Battles of Alexander. Based 
upon the GMT board wargame of the same name, the micro miniature 3- 
D pop-up units, buildings and terrain (previewed in issue #49) are some 
of the best in the business, and will likely redefine hex based wargames 
from here on out. Daniel Johnson, the Art Director behind the computer- 
ized conversion, has certainly done a magnificent job of stressing not 
only the functionality of ancient warfare but in so doing emphasizes the 
implicit aspects of form as well. Well done Dan! 

So there you have it. Hex based computer wargames, whether they are 
historically based or not, have certainly taken major strides these past few 
years, not only in terms of stronger game play but better artwork too. 
While it remains to be seen if the advent of CD-ROM technology can 
emulate the Adventure/CRPG genre and actually enhance the average 
wargame’s gameplay, its refreshing to note some of the other vast 
improvements that have surfaced within the industry. Kudos to all con- 
cerned!) 
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We have seen the future, and it’s not very pretty. 


. No matter what you've done. No matter where you've been. 
No matter who you've crushed to get there. Nothing...can prepare you for this. 


No, not Iraqis. Rexxons. Relentless, Al-controlled alien mercenaries with military capabilities far greater than that ef ten thousand Third World 
nations. And all of it—every bit of this deep space hell—takes place in a brilliant, hyper-realistic 3D universe 500 million miles into the future. 


- Inferno is here. Heed the warning. finlng 


Superfast 3D graphics. Ultra- 
sophisticated virtual worlds... 
Gameplay so advanced, we’re no 
longer sure our programmers are 
om this earth! 


Oh, yes, this incredible space simu- 
lation is brought to you Y the 
“same ue le who dropped you 
over the Persian Gulf in TFX. 
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Over 700 scenarios take you 
through four moons and seven 
planets, each with its own climate, 
atmosphere, habitat, geolagy and 
defense systems. 


Bio-intelligence is built right into the 
amorphous fabric of your ship —from 
the plasma computer to the complex 
propulsion and weapons systems! 
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Games As Life 


s I write this, I am participating in Atlantic Resolve, a US 
A Army Europe Wargame. Units taking part in the simula- 

tion are stationed in Germany, Italy, and the United 
States. U.S. forces include Army, Navy, Air Force, Marine, and 
Allied Armed Forces. The game runs on a DEC VAX 6250 main- 
frame computer with a plethora of other computers handling spe- 
cialized tasks within the overall system. Atlantic Resolve uses a 
confederation of simulations linking Army, Navy, and Air Force 
simulations. Units being played in one simulation (say an airplane) 
can be destroyed in another simulation (by a ground system). The 
action is real time 24 hours per day over a ten-day period. 

The software involves over 500 work stations, 5000 personnel, 
and over 3,000 units (each unit with over 300 screens of informa- 
tion) played from locations in Italy, Germany, and the United States. 
Units start out in battalions as separate companies, but can be bro- 
ken down into squads or even further into individual vehicles. Icons 
in the game vary from squad to battalion size, with headquarters 
represented up to army level. Other units portrayed include brigade 
through army headquarters, aircraft, ships, and helicopters. 

The reserve unit I support played the Red Force from 
Birmingham, and we played in a network against players in 
Germany and Italy. The object of the simulation is to provide train- 
ing to the V Corps commanders and staffs in different aspects of 
commanding a joint task force in combat and operations other than 
war. 



































Now, onto the main topic: battle calculus 

“Calculus,” you say? “The last time I used calculus was in col- 
lege. Now you want me to use it in a wargame?” Never fear, the 
only math we will have to use in this example is multiplication, 
division, addition, and subtraction. “Battle Calculus” is the name 
applied to a method used to analyze an engagement area to see if a 
force stands a relatively good chance of success. It can be used 
offensively or defensively, although in this example, we will just 
use the defensive. 

To do this analysis, you need to know several items: 


-The number of killing systems you have 

(KS=4 MIAI Tanks) 

-Your systems rate of fire (ROF=3 Rounds/Minute) 
-Probability of Hit (Ph=.7 — a little low, I think) 
-Probability of Kill (Pk=.9) 

-Enemy Systems (ES=13 T-72s) 

-Enemy Speed of Advance (SA=250 Meters/Minute) 
-Killing Zone Distance (KZ=1000 meters) 


We will find the number of good shots (GS). A good shot is one 
which should kill the target. 

The graphical representation of the situation is in Figure 1. We 
will use the following formula for our “calculus” (don’t worry — no 
differential equations here!): 








Engagement Area 





1,000 
Meters 
or 


4 Minutes 
















Engagement Space=500 Meters 
or 2 Minutes 








4 Minutes 


a eee eee 


46 











Strategy Plus 


GS=KS*ROF*(KZ/SA)*Ph*Pk 
GS=4*3*(1000/250)*.7*.9 
GS=30 


This computation, on a flat surface and disregarding the possibil- 
ity of friendly losses, shows that our platoon should have no prob- 
lem destroying the enemy T-72 company. However, most engage- 
ment zones are not flat. Let’s do the calculation again, only let’s 
say that we only have 500 meters of killing zone (Figure 2). Notice 
the irregular shape of the Engagement Area or Kill Zone caused by 
woods, hills, and streams in the area. Notice four of the enemy 
tanks can’t be shot at in their current position. In this case we will 
only get 15 good shots, but we still should be able to destroy the 
enemy company. If, however our platoon has to destroy half a bat- 
talion, then we are in a little bit of trouble (a Motorized Rifle 
Battalion consists of about 50 vehicles, 31 BMPs carrying Infantry, 
13 tanks, plus scouts, mortars, air defense vehicles, and so on). Our 
share is 25 systems, so on the 1000 meter flat killing zone, we 
should be able to manage it, but on the 500 meter killing zone, we 
will not be so successful. How can we kill all the enemy? Of 
course, you may be left on your own. 

We can attempt to do it in several ways. We can increase the size 
of our force, the ROF, the Ph or Pk. However, most of these things 
are already set, so the most available way is probably to try to 
extend the engagement time. In order to get additional forces, you 
would have to ask your commander for them, and he may or may 
not grant your request. Even if he does grant it, he may merely sat- 
isfy the need by placing another unit behind yours in order to take 
care of any “leakers”. You may get Close Air, Attack Helicopters, 
or Artillery support to assist you. 

What you can usually do by yourself is place obstacles in the kill 
zone. Obstacles can also increase our Pk by exposing flank armor. 
In order to kill our half of the enemy battalion, we need to be able to 
fire a minimum of ten additional good shots. From our rate of fire, 
we know we can shoot 12 rounds per minute, so we only need one 
more minute in the engagement zone. Placing an AT ditch in the 
zone will slow or stop the enemy for at least two or three minutes, 
so that will do the job for us. 

There are some other techniques that could increase the Pk by 
using flank shots, planning multiple positions for each vehicle or 
unit in order to keep the enemy under constant fire. These bring 
with them another set of problems. For instance, if you decide to 
move a platoon to a new position, you will probably move it over 
covered and concealed routes so it comes up on its new position 
from the rear. In order to move 1,000 meters, you may have to 
cover 1,500 meters or more of a circuitous route where you may 
arrive simultaneously with the enemy and get no real chance to 
engage him. Therefore, such routes must be short, reconned, and 
rehearsed in order to move into them in the least amount of time. 

Having gone through all of this, you must be wondering, how can 
I use this ina game? Well, it is relatively easy. We need to know 
the same basic information. We will use War Game Construction 
Set II: Tanks for the rest of this article (Figure 3). 


-KS=4 MIAI1 Tanks or | counter 
-ROF=3 Rounds/Minute 
-Ph=.7 (this is the average) 
-Pk=.9 

-ES=13 T-72s, 3 counters 
-SA=17 Hexes per turn 

-KZ=9 Hexes 

So, 
GS=KS*ROF*(KZ/SA)*Ph* Pk 
GS=4*3*(9/17)*.7*.9 

GS=4 


Hmm, this is not nearly good enough. It will take about three 
turns for the U.S. platoon to destroy the T-72s. Nearly every time I 
ran this scenario (under computer control) the U.S. platoon won in 
three turns. The difference between a tactical exercise and the game 
is the T-72 platoon invariably sat still. When I played the T-72s, I 
usually overran the U.S. platoon and destroyed it within one turn. 

In a game, players frequently keep units in their hexes until they are 
destroyed. Real units normally don’t do that. To win the engage- 
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ment against that kind of opponent, we need a big time minefield so 
we can keep him in the KZ long enough to kill him. 

Finally, in Figure 4, I duplicated Figure 2. In several run- 
throughs against the same tank company, the U.S. platoon won most 
of the time when it was under computer control. To do so, it backed 
up off its objective in order to get a clear field of fire. When I 
played red, I was usually able to overrun the U.S. Platoon. 

You can do this analysis for any game for which you know the 
above variables. It works for board games, computer games, and in 
the real world. As you can see from even my simple test results, a 
wide variety of results are possible. This (or any other method of 
war gaming a particular course of action) is not a predictor of a 
result, but a planning aid. 

Next month, we will discuss placement of minefields and other 
obstacles, again using WGCSII: Tanks!.O) 





Mike Robel is a former armor officer and now works for Logicon 
Techinical Services in Birmingham providing battle simulations to 
the US Army. He may be reached on CIS at 76446,1444. 


47 





ie 
E 





SIMTOWER 





’ € File Edit Options Windows 








Spy on your neighbors for fun and p 


ho would have thought build- 
ing and managing a hi-rise 
tower could be fun? Well 
Maxis did, and that is good news for 
Macintosh game players. SimTower, an 
upcoming release, puts you in the role of 
general contractor, manager and all around 
good guy for a new hi-rise tower. In addi- 
tion to building the tower, you must keep 
the tenants and visitors happy as your build- 
ing grows and expands. 

The basic cycle in SimTower is a three 
day week which is made up of two full 
workdays and one weekend day, each 24 
hours long. Various activities occur at dif- 
ferent times of the day, and the outside ani- 
mation follows the light and dark cycle of 
real life. A new building starts as a one star 
tower, with limited building options, but 











S2=—"* Elevator 


Windours _ i | 


Ti we | 
PeCy Cy (0 ee 0) 


oat 7. “ye ow a, 
a av tae? * la Sl 

ae ~~ al 
EE (Ez FFE 13 (IE 


He” c*. BG _3A. _1 > 


levator management is one key to your success 


48 


_ ce TE 


more options are added as you press toward 
the goal of a five star tower with a “Tower” 
rating. 

The first task is laying the structure of 
your building on the side-view display. A 
lobby is always the first floor and can be 
used every fifteen floors as desired. Each 
floor can only be as wide as the floor below, 
limiting your construction to a fairly tradi- 
tional look, no inverted pyramids allowed. 

A few things, such as parking garages, 
metro stations and recycling centers can go 
below ground, but most items will be added 
as you shoot skyward. 

Offices will be the backbone early on, 
along with a fast food joint or two to keep 
the workers happy at lunch. Fast food, like 
other restaurants, pay once a day, though 
their return is fairly minimal even when 
they are prosperous. Offices pay much bet- 
ter, but only pay once a week during the 
morning of the first day. 

Deciding what to price rents at 1s a key 
decision. Make them too expensive and 
stress levels of the tenants go way up, possi- 
bly leading to many fewer tenants. Price 
them too low and it will take forever to gen- 
erate the money for expansion. Though the 
starting $500,000 is nice, you will need 
rental and other income to fund most of 
your expansion. 

Gaining extra stars for your building is 
simply a matter of getting more people to 
move into your building, by providing sites 
for them to move into. Growth under the 
first star can be rather slow because of the 
weekly payment of office rents. Once the 
second star is reached, single room hotel 
rooms become available, which pay each 





morning at check out time. Once you get 
several of these, money comes in at a much 
faster pace. 

Later levels add double and suite hotel 
rooms, restaurants, movie theaters, meeting 
rooms and condos. Support facilities like 
medical, security and cleaning centers can 
also be built as you advance. The topping 
area 1s a cathedral that can only be built on 
the 100th floor. 

None of the areas mentioned above can 
be used by your tenants until you provide 
transportation between them and the ground 
floor. The most used method will be the 
elevator, though stairs are a popular backup 
system. Each shaft starts out only allowing 
four cars, with a limited number of shafts. 
An uncrowded elevator system can get 
crowded quickly as your resident population 
grows. 

Though the eight elevators per shaft at 
higher star levels can help this congestion, 
you must also manipulate the planning for 
the elevators to provide optimal travel 
schemes for different times of the day. 

Express elevators, which only stop every 
fifteenth floor but run much faster, and ser- 
vice elevators for your cleaning crew are 
available at higher levels. Escalators can be 
used in retail zones to provide a quicker 
form of stairs. 

Tracking stress levels of building occu- 
pants is a key part of your job managing the 
building. The biggest factor stressing resi- 
dents is the wait for the transportation, espe- 
cially overwhelmed elevator systems. 
People waiting for an elevator start out 
black, but turn light and then dark red as 
they wait longer and longer for the ride to 
their destination. Lower rents seemed to 
make people more tolerant of longer eleva- 
tor waits. 

The game has only one speed setting 
which can seem a little fast at first, but 
rapidly gets somewhat slow when you want 
to get to the next income phase. Graphics 
and sound effects in SimTower are quite 
good and compliment the playing experi- 
ence. Animations of people and outside 
weather can be turned on or off as can be 
different sound effects in the game. 

Overall SimTower has the makings of 
another hit. Though it is pretty open ended, 
little touches make it live up to the standard 
of its predecessors and it is sure to be a hit 
when it comes to a computer store near you. 
A definite buy!) 

Brad Andrews 





Designed by: Yoot Saito 
Distributed by: Maxis 
Systems: Macintosh 
Graphics: 256 colors 

| Requirements: 68030 or higher, 4 MB of 
RAM, System 7.0 or higher 
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SSI’s immensely successful 
ADVANCED SIMULATOR SERIES 


continues! GNB III: FURY IN 
THE PACIFIC is a huge simu- 


lation encompassing the 
entire Pacific War. 

You get all major 
American and Japanese 
ships and aircraft of the 
Pacific Theater. A Random 
Battle Generator lets you 
create unlimited conflict — 
from small surface engage- 
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ments to full-blown carrier 
task force battles! Use the 
powerful scenario editor to 
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create your own battlesor _—_ thing afloat. 
modify existing ones in areas Great NAVAL Barres il. 
or the Phillipines. A sophisti- can ctandthe heat! - 


cated customizer lets you 
alter various aspects of the 
game routines — for 
unprecedented control. 

A new interface and 
menu options, laser-sharp 


To order: Visit your retailer or 
call 1-800-601-PLAY with 
visa/Mc (North America only). 
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id Meier’s Colonization is here and you have had enough 
ba time to start playing and get really wrapped up in making 

your colony. This one is on my hard drive to stay. It is an 
extremely replayable game. The games are long, and involved 
enough that you can not sit down and play from start to finish. This 
is a game that takes a step forward in strategy game design, using 
good things that were out there and adding even more. 


1492 or thereabouts 

This is a true strategy game, where it actually becomes important 
to remember what your final goals are. So, it is 1492 (well 1500) 
and you are off to the new world to kick some butt. Or should that 
be the plan? Probably not. There are two distinct goals in this game. 
The first is to win The Revolution and the second is to maximize 
your “colonization score”. Of course you can set whatever goals you 
want; but the two provided are useful and reasonable. Unlike Sid’s 
game Civilization where you just sort of finished when you colo- 
nized the stars, Colonization rewards you with more points for being 
quick, efficient, and even a bit for style. Keep these goals constantly 
in mind while you play the game. 


Setting the stage for victory: 
the early game 

As you build your colonies up during the early years do not com- 
pletely neglect any one area. You need to develop your physical 
plant, trade, wealth, population, army, desire to rebel, and foreign 
relations reasonably equally. So, you ask, “How in the new world do 
I do that?” Start with the basics. When you first arrive in the new 
world and every time you make a new colony, the location you pick 
is of the utmost importance. As they say in real-estate, “Location, 
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location, location.” Each colony controls a nine square group. Do 
not overlap the control spheres. Do not include too much open water 
(unless you really like fish). This means that you should not build on 
one square peninsulas or islands with less than six usable squares. 
Do not build too close to the Indians because this pisses them off. 
Pick good terrain. This is all a lot more complicated than it sounds. 

Again, do not forget the future. Eventually there will be people 
attacking you. Ports are important because they are the only way to 
trade with Europe. But if you have too many, it will be hard to 
defend all of them against your homeland once you declare indepen- 
dence. You must also defend your shipping lanes, because long 
before the motherland comes after you there will be Privateers prey- 
ing on your trade vessels. This means that if you can make at least 
one port only one turn’s sailing distance from the ocean lanes, you 
will be less susceptible to attack. 

On land there is always the possibility of raids, and it becomes 
very annoying to keep losing your fully laden Wagon Trains or 
Treasure Trains. I advise a close network of cities to start with 
which are only three spaces apart, so that land units can move 
between them in one turn on the roads that you will build. This kind 
of proximity also allows you to shuffle your military might, as new 
threats arise, to the most needed spots very quickly. Your road net- 
work will be shorter and thus easier to build. Proximity will also 
facilitate colony specialization. 

The specific terrain squares are also important. You want to 
include as many of the special resources as you can. This will help 
the colony to specialize and improve your profitability. Rivers are 
like roads in terms of travel and they greatly increase productivity so 
several or most of your colonies should be built directly on river 
squares. 


Governmental Indian policy 

So what should you do with all those native Americans whose 
land you are planning to take away? Heed these words; treat them 
nicely. Why? Well, because I said. Actually it is in your best inter- 
est. If the Indians are friendly to you there will be several bonuses. 
One is that they will not keep harassing your people. They will not 
attack you, which means that you do not need to start building a 
stockade the day that you arrive in the new world. They will trade 
with you, which if you use it well can turn out to be very profitable. 
Remember that they never take the same trade goods twice in a row. 
Trading lowers Indian alarm levels. 

Check out your Indian advisors screen to see what is up with the 
native population. It is easy to see how the Indians feel about your 
presence by the color of the exclamation point on their villages. 
Each of the eight tribes has a tendency to act slightly differently and 
to have a different level of technical development. This means that 
they may want different types of goods. The natives also have skills 
that they can teach your free colonists that will help you in procure- 
ment of natural resources, which can be very helpful. 

If you send missionaries to live in the native camps you will get 
converts coming over to your side. This too decreases village alarm 
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levels. The game design favors making friends with the natives. If 
you do not, you will experience the proverbial thorn in your side. 
You also lose “colonization score” points for attacking Indians. | 
advise that you make peace with the Indians, trade with them, build 
far away from them, live with them, send missionaries to their vil- 
lages, give them food if they ask, and if they ask for stuff that is too 
expensive, then “man the stockade”. Adopt a policy and stick to it. 


How to reproduce, 
or building your population 

Population is something that you need to have, and eventually a 
lot of it. Who you get to become colonists 1s important and thus hav- 
ing William Brewster join your Continental Congress is quite impor- 
tant. He prevents petty criminals or indentured servants from em1- 
grating. There are a lot of different ways to get new colonists, and 
all of them should be used. The first is to pick up all of the colonists 
on the docks as soon as you can. When you have a little money built 
up and there are no colonists on the dock, you should use the recruit 
mode. It is worth the money but do not spend money on training 
them. 

The colonists appear on the dock because of political and religious 
unrest in your mother country. This means that the more Crosses 
you are producing in the colonies, the more emigrants come to the 
docks. 

Food surplus is another method. When you have 200 extra food, a 
colonist appears. Indians have a tendency to demand food when you 
are approaching the magic 200 number. You can get around this by 
carrying the food around in a ship. This way you can more rapidly 
build up 200 foods in one spot as well as pick the colony where you 
want your new colonist to appear. 

One of the most important ways to gain new colonists is to capture 
them. You can also gain money and partially built up colonies this 
way. All the colonists in a foreign power’s colony will join you if 
you capture the colony. This is an important way to gain specialists. 
You can also capture free colonists that you find exploring. It is 
good to keep a backup Dragoon to chase down the free colonist that 
results from attacking and winning a battle with a foreign power’s 
soldier. 


So what should your colonies 
be producing and building? 

At first you have to concentrate on producing food to eat and lum- 
ber with which to build. In the easier levels of play the town square 
gives you free production of several foods and a second resource of 
some kind, depending on the terrain. You need lumber to build any- 
thing, so one of the first two colonists should be gathering lumber. 
As your population grows and you have specialists to use, the deci- 
sions about what to produce become much more complicated. Again 
it becomes important to keep long term goals in mind. Crosses and 
Liberty bells may seem stupid, but you will not win without produc- 
ing a lot of them. 

Early on it is still important to produce and build the things that 
speed up production. When the Sons of Liberty group reaches 50% 
your population produces at a much increased rate. The same goes 
for building specialist structures like the Lumber Mill. It is one of 
the most important structures, and will increase the rate at which you 
build all further structures. The Printing Press and Newspaper are 
also very important, since they increase the rate of Liberty Bell pro- 
duction. Liberty Bells also increase the number of people that will 
join your Continental Congress, bringing you additional powers. 

There are certain buildings that should be built first in each 
colony before you start with colony specialization. The order is 
only approximate and will be affected by Indian proximity and early 
surplus supplies. I suggest Docks, Printing Press, Lumber Mill, 
Stockade, Newspaper, Warehouse, and Blacksmith Shop. Docks 
allow fishing and can increase food surpluses greatly. They are 
almost necessary on small islands with fewer than eight spaces. If 
you make or capture colonies which you consider temporary, 
remember that with a stockade and three people they cannot be 
abandoned. Tools are also something that you should consider pro- 
ducing early, since they are fairly precious early in the game. 
Building a stockade early is part of what I consider Indian relations 
and will help when they decide that they want the only 100 muskets 
that you have. 
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ransport Tycoon! Well it is finally 
here and it is a game you are going 
to love. The game is about that old 
basic thing we all love, money. How much 
profit can you generate for the firm. Not just 
any firm, but your firm. You play all the 
roles that are needed in a big company from 
CEO to the field engineer that surveys and 
plans each road and rail line. You get to do 
project development and later the marketing 
for your project. You are the whole transport 
company, make it or break it. 


The company you keep 

The game is basically a company planning 
and running simulation, in the style of Sim 
City 2000. The engine is very similar but the 
competition is a lot stiffer. The game starts 
off in a world that has many small towns, 
raw materials, and industries already up and 
running. What they lack is a transport sys- 
tem to carry the passengers, mail, and vari- 
ous goods around their world. That is where 
you, the player, step in. You get a loan from 
the bank and start the first transport business 
on the planet. So where is the competition? 
Well, they got their loans as well and you 
might suddenly find that someone else’s rail 
system just got in your way. You may also 
find that they are thriftier than you are. You 
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TRANSPORT TYCOON 





Watch the towns grow as your financial empire expands into new markets 


can even check their company budget forms 
to see how much more money they are mak- 
ing than you are. If you want to stay compet- 
itive and have the most lucrative business 
you have to pick your destinations and com- 
modities very carefully. Remote towns often 
make an offer to subsidize a particular busi- 
ness. This always heats up the competition 
because only the first company to supply the 
requested service is given the subsidy. 

The game offers great variety. There are 
four systems that you need to develop. These 
are rail, air, shipping, and road networks that 
will need trains, plains, and automobiles of 
various types to use them. You also need 
places for all of your vehicles to stop, and 
these include airports, stations, docks, bus ter- 
minals, truck stops, and various depots for 
manufacturing and repairs. Yes, that is right: 
each vehicle needs to be serviced regularly. 
The details are remarkable. Every vehicle has 
a life span over which its efficiency and 
breakdown rates change. You can even 
adjust the vehicle’s servicing interval. You 
can draw up a list of each type of vehicle to 
see which ones are making the largest profit. 


The years go by 

As time passes in the game, things begin 
to change. New and different train engines 
and airplanes become available to choose 
from. These new choices may carry an 
increased price tag, so you might not be able 
to afford them if you are not a successful 
tycoon. The computer will offer each new 
development to you as an exclusive for the 
first year it is in production. Be careful, 
because if you do not have enough money to 
purchase one that year then the manufactur- 
ers will be angry and not let you buy any the 
following year. The 1930s had steam 
engines and only one type of passenger air- 





craft, but the future holds monorails, fast 
delta-wing jets, and hovercraft. 

Transport Tycoon also has a lot of nice 
startup options. You can pick which currency 
you would like used. So if you are feeling 
French you can play in French francs. If you 
have a fetish to be in Great Britain then you 
can even drive on the left hand side of the 
road. Wherever you are, you can travel on 
your merry way in miles or kilometers. You 
can adjust animation, details, signs, and even 
change town names. Of course there are mul- 
tiple difficulty levels offered. As far as I can 
tell these will not change the AI. They will 
affect the start of the game interest rates, loan 
availability, and how soon the competition 
open their businesses. The competition may 
also be a bit more aggressive in the higher 
levels with the amount that they build. Cost 
of construction and maintenance costs also 
change. You can turn the disaster mode on 
and off. Even in the off mode you will expe- 
rience train crashes if you are not careful with 
your signal placement. Every now and then a 
truck or bus will get blasted at a train crossing 
(oh well these things happen). 

MPS and Chris Sawyer have designed 
what looks like a really big hit. A strategy 
game, a simulation, and it has the ever so 
tangible goal of money, money, money. If 
you liked Sim City2000 and Merchant 
Prince then you will probably love this 
game. Good luck and may you crush the 
competition.U 

Reed Brozen 


Designed by: Chris Sawyer 
Published by: MicroProse 
Systems: IBM PC 

Graphics: SVGA 

Sound: All major sound cards 
Supports: Mouse, keyboard 
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etal Marines (MM) by 
Mindscape, Inc. is a new 
Windows!'-based game imported 
from Japan. The premise behind the game is 
that the Earth was destroyed in a nasty Anti- 
Matter war which left the planet covered with 
thousands of small islands. 

These islands banded together and formed 
The United Earth Empire, which unfortunately 
lost contact with other humans living in Outer 
Space and on the Satellite colonies. 
Unfortunate because a ruthless dictator from 
one of the Outer Space colonies has landed on 
Earth, and wants to conquer the peaceful Earth 
with his small but well defended island bases. 

The player’s mission is to defend the hapless 
Earth against this bad guy. Since the Earth is 
covered with these tiny islands, it makes little 
sense to fight battles with armies, so the 
weapon of choice is a “Metal Marine,” a 50 
foot tall robotic fighting machine which can 
destroy anything in its path. 





Startup 


After installing MM, players start the game 
by clicking on the MM icon on the Windows™ 





Make good use of hiding places 
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desktop. This opens up a series of windows 
which are used to send messages, to launch 
missile attacks, to order Metal Marines into 
action, and to build home bases. 

The game is fairly simple. Both players 
start with a small island, some missile batter- 
ies, and a few Metal Marines. Both players’ 
islands are displayed in separate scrollable 
windows, one with a red border, one with a 
blue border. There is also a Communications 
and Command window, and a Build window. 


C&C 


The Communications and Command win- 
dow is used to send taunting messages and 
pleas for mercy to the opponent during the 
game. It also informs players when builds are 
completed, and let’s the players know when 
newly created Metal Marines are ready for 
action. The Build window shows the struc- 
tures and weapons systems available for con- 
struction. Players can build attack missiles, 
Metal Marines, minefields (effective against 
invading enemy Metal Marines), gunpods, 
radar units, headquarters, and production facil- 
ities which speed the creation of new weapons 
systems. 

To start the game, both players select an 
empty square on their respective islands to 
place their Headquarters. Placement is impor- 
tant, since the game immediately ends when an 
enemy Metal Marine captures the player’s 
Headquarters. After selecting a well defended 
square, and placing the headquarters, the fun 
begins. 

Once an enemy island is somewhat cleared 
of defenses, it’s time to launch a Metal Marine. 
These also fly across the screen like missiles 
do, but they are much larger and far more 
potent. Once a Metal Marine lands on an 
opponent’s island, it heads for the enemy head- 
quarters. It attacks and destroys anything in its 
path. Only an opposing Metal Marine, gunpod 
placement, or minefield will stop it. For this 
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METAL MARINES 


reason, it’s also a good idea to keep some 
Metal Marines in reserve to defend against 
enemy Metal Marines attacks. 

Metal Marines is the ultimate Windows™ 
time-wasting game. It’s quite a bit of fun to 
dial up another player and to hammer away at 
each other for a few minutes using all the 
weapons typically seen in a Japanese robot 
movie on Saturday morning. The Japanese 
roots are quite strong in this game. The screen 
images and animations are very well done, and 
look as if they came right out of a high-quality 
Japanese comic book. 

The only complaint about the game is that 
the island windows are smaller than the islands 
themselves. That often means scrolling around 
to find things while enemy missiles are raining 
down. This is a minor point, but it does get a 
tad annoying at times. It ceases to be a prob- 
lem if the game is played at a higher 
Windows™ resolution, and the windows are 
resized to fill the screen. 

This reviewer isn’t much of an arcade game 
fan, and to be quite honest, I didn’t expect 
Metal Marines would be that interesting. But 
once the game began, it was hard to stop. The 
game can be learned in about ten minutes, and 
a typical island war grudge match can be com- 
pleted in less than half an hour. Everything 
can also be minimized to a tiny Windows™ icon 
with the click of a button, if the boss should 
happen to walk by.Q 


Peter es 
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For IBM-PC & Compatibles on CD-ROM. 1-800-879-PLAY. 
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n the beginning, there was DOS and it was 

deemed by most that DOS was good 

(especially with HIMEM.SYS and 
EMM386.EXE loaded high). But lo and 
behold, Maxis glared down upon this, our DOS 
world, and decided that the time had come forth 
to create a new world, a world filled with con- 
gestion, pollution and escalating taxes. 
Henceforth, this new world came to be known 
as Sim City and Maxis, the host of hosts, 
smiled with content at their glowing achieve- 
ment. 

With the passage of time though, mankind 
had forsaken that which was handed down by 
Maxis and took up the unholiest of sins — wor- 
shipping other gaming idols. Angry at the 
thought of man’s insolence, the omnipotent 
Maxis again cast out the foreboding gaming 
taskmasters and delivered unto us Sim City 
2000. Once again, Maxis gazed down upon the 
promised land and knew in its heart that all was 
well. 

In time, dear friends, a terrible plague 
descended upon the land of DOS and this dark- 
ness came to be known as Windows. So terri- 
ble was this affliction that even the sacrifice of 
the paschal lamb could not keep the black death 
at bay. For it came to be written that even 
Maxis had been smitten by this GUI scourge 
and with an outstretched arm a new version of 
Sim City was delivered unto our very midst. 
Sim City 2000 for Windows, as it has come to 
be passed down, takes advantage of Microsoft's 
WinG designer’s package and incorporates an 
additional zoom-in mode, a faster scrolling rate 
and the ability to run the city in the background 
of Windows. Maxis had indeed proven to be 
our savior. 

But on the seventh day, tiring and in need of 
a duly earned day’s rest, Maxis learned of the 
most heinous crime yet to cast its shadow over 
our isometric land — the cable had gone out. 
Fearing this was indeed a sign of the devil’s 
handiwork, it is rumored that Maxis is toiling 
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Things that go bumper to bumper in the night. 


away on yet another megalopical solution to 
ward off temptation. Stay tuned brother and 
sisters, for once again Maxis will give us our 
daily bread. For now...sing Hallejuah! 

Life as a sim’ certainly isn’t easy. There’s 
always someone telling you where to live, what 
library books are on the shelves and how far 
you ought travel to shop for your cantelopes 
and hair tonic. Worse still, sims are constantly 
moving into gauchely painted starter homes, 
are transplanted into decaying apartment build- 
ings and then back again into their dayglow 
love shacks. Even the curious moving compa- 
nies have privately expressed some concern. 
Until recently, fair play and true sim welfare 
weren't exactly synonymous. 

Fortunately, a sim’s life, and their rather 
manipulative gameplaying landlords, has just 
gotten a tad more tolerable. Maxis’ new DOS- 
based Sim City 2000 Urban Renewal Kit 
(SC2KURK) is a plug-in module for their 
wildly successful Sim City 2000 (a Windows 
and Mac version are expected soon) that 
expands the imaginative horizons of tenant and 


landlord alike, even for the sleepy population of 


Dullsville, U.S.A.. 

Sims, for instance, no longer need reside in 
row after row of prefabricated Levittown-style 
abodes. The inclusion of some special drawing 
and editing tools magically transforms their 
once humble dwellings into castles fit for a sim 
king. Students of architecture can either edit 
the existing mix of buildings provided or step 
into the shoes of Frank Lloyd Wright and cre- 
ate their very own structures (you can even edit 
imported .PCX files and save them as city 
graphics). SC2KURK serves as an on-the-fly 
engineering tutor and methodically struggles 


with any scaling aspects you encounter. 
Players can also inspect their work by utilizing 
any of the three zoom mode magnifications. 

Literally from the ground up, cityscapers can 
now reconfigure their dream cities without 
going through the tedious process of watching 
their labor intensive efforts pay off. With a 
quick stroke of the city painting tool, a hustling 
and bustling metropolis, complete with your 
very Own graphic set, is instantly born. 
Furthermore, SC2KURK lets any city commis- 
sioner print out their labor of love either as a 
disk file or to a printer. As a result, urban plan- 
ning is far simpler to coordinate and much easi- 
er to manage. Now that’s progress! 


Marc Dultz 


Sim City 2000 for Windows 
Design by: Will Wright 
Published by: Maxis 
Systems: PC for Windows 
Graphics: SVGA supporting 640x480 256 
color mode 
Minimum Requirements: 386 computer, 4 
MB RAM, Windows 3.1 or above (386 
enhanced mode) , 7 MB Hard Drive are 
DOS 5.0 or higher — 
Recommended: 486 or higher with 8 MB 
RAM 
Sound: All sound cards compatible with 
Windows 3.1 or above 
Supports: Mouse or keyboard 
Copy Protection: None ~ 
Notes: One player 
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‘Sim City 2000 Urba n Renewal Kit 
Published by: Maxis © 
Systems: DOS (Windows and Mac version 
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It's your game on your terms. Hex-based, 
tactical, detailed. Sounds good. Looks even 


better. You know the rules. Time to play. 


The Future of Combat is How. 


Features: 

¢ Tactical, turn-based hex wargame 

° Superb 256 color SUGA graphics 

* Full scenario builder & unit editor 

* 14 types of near-future military hardware 
* Modem play 

¢ 1 hex = 150 meters (range) 

* 1 tum = 1 minute 


* Fully animated movement & combat 


Impressions — 


© 1994 Impressions Software Inc. 
222 Third Street. Suite 0234 
Cambridge, Massachusetts 02142 


IBM PC SUGR Screenshots may vary 





Full scenario builder and editor 
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arcraft comes with 
two campaigns, one 
for orcs and one for 
humans, but both campaigns are 
essentially the same. Each sce- 
nario has the same objectives and 
theme as its counterpart in the 
Opposite race’s campaign, with 
only a different map. The scenar- 
ios have a variety of goals, but 
most are of the nature of destroy- 
ing all enemy units and buildings. 
In most scenarios, the player 
starts with a limited force, a farm, 
and the town hall. In order to 
complete the objectives (in fact, 
in order to survive at all), you’ll 
need to build an army, scout the 
terrain, as well as provide needed 
support services. Better troop 
types require certain types of 
buildings to allow their genera- 
tion. For instance, the barracks 
allow you to train infantry units, 
temples generate necrolytes and 
clerics, and adding wizards or sor- 
cerers to your force requires that 
you build a wizard’s tower. There 
are seven different types of struc- 
tures as well as seven unit types 
in the game. 

Combat can be pretty simple or 
darned hard depending on how 
much you want to micromanage 
things. Units will automatically 
issue a warning and attack an 
enemy that gets within a certain 
distance, provided they have no 
other orders (I’ve found that my 
orcs are unable to keep too many 
ideas in their heads at once. If 
they have movement orders, they 
will walk right by an enemy unit 
without attacking until the enemy 
attacks them.) By grouping units 
together, you can send them into 
battle in some semblance of order, 
using the strength of each unit to 
cover the weaknesses of others. 
With a little creativity you can 
come up with some pretty effec- 
tive formations. 

My favorite (with the orcs) is to 
place three grunts up front backed 
by a spearman. The grunts can 
gang up on anyone who gets 
close, while the spearman pro- 
vides fire support. I’ve found that 
a force consisting of three of these 
“squads” backed by a couple of 
necrolytes makes for a potent 





orcish horde. 

The main problem is keeping 
your forces together and moving 
them to where they will do the 
most good. This, I think, is a 
good test of one’s generalship. It 
is more difficult than you might 
think to move a force of 12-20 
units without getting them all tan- 
gled up. 

The forces for each side seem 
to be evenly matched. In a stand- 
up fight, equivalent units will 
annihilate each other, the winner 
being the one who struck the first 
blow. Ifa unit gets ganged up on, 
it will die without doing much 
damage at all, which makes pretty 
good sense. Orcs have their 
advantage in that the necrolytes 
know the spell “Raise Dead” 
which allows them to create 
skeletons out of dead warriors and 
send them out as scouts. During 
battle, this spell is also useful to 
create new units on the spot to 
shore up your defenses or harass 
the enemy rear echelon. The 
human clerics don’t have that 
spell, preferring the more whole- 
some healing spells. They can 
keep badly injured warriors alive 
and on the line even after they’ve 
taken damage that would kill 
them. Wizards and sorcerers have 
approximately analogous spells, 
each creating effects appropriate 
to their race, but with similar 
lethality. 

Altogether, Warcraft is a well- 
balanced real-time wargame, 
although slightly genocidal in 
nature. Some players might find 
the idea of hacking enemy settle- 
ments to bits and putting their 
noncombatants to the sword a bit 
unsettling. All I can say is that it 
didn’t bother me, but your 
mileage may vary. There’s a bit 
of economic management 
involved which slightly confuses 
the scale of the game, but it’s 
unobtrusive and serves to keep the 
players honest. Many wargames 
allow one to go on all-out attacks 
with impunity. In Warcraft, you 
always have to consider defense, 
which forces a slightly different 
set of tactics on the would-be 
Warlord.U 

Nick Svolos 


Designed and Published by: Blizzard Entertainment 
Systems: IBM PC 386/20 running DOS 3.2 or higher. 4MB RAM. Mouse 


Graphics: VGA 


Sound: General Midi, Soundblaster, Adlib, Pro Audio Spectrum, and com- 


patibles. 
Players: 1-2 
Media: CD-ROM and 3.5” disks 
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BREAKING AWAY 
FROM THE FLEET 


Ever wanted to sail into the sunset? Visit 
ports of call known only to grizzled 18th 
century sea captains? 








Then let our unique first-person 
perspective and stunning 3-D graphics 
put the wind in your sails! Swashbuckle 
away as you trade goods, vanquish enemy 
ships and create routes to riches. Take 
time to gossip in local taverns, repair 
cannonball damage, and stoke up your 
crew’s morale. (A little rum, perhaps?) 


Chart your progress with our authentic 
navigational aids, and revel in a world 
long gone: Where fortunes are fiercely 
defended, and only skill stands between 
you and the deep blue sea! 


Features: 


Variety of goods to trade and 
passengers to Carry. 

Command a crew of soldiers, sailors 
and apprentices. 

Defend against pirates and enemy 
men-o -war. 

Buy and enhance ships from 

several models. 

Highly intuitive interface. 

Dynamic pricing and political models. 
Strong replayability. 
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icroProse’s tour de force, Master of Magic, (MoM) is 
yy | a glorious blend of empire building, turn-based combat, 

resource management, diplomacy, and of course magic. 
But sitting down to play the game for the first time can be a daunt- 
ing experience as you face a bewildering number of game-affecting 
options without the help of a tutorial or even an overview of what to 
do. The manual provides a good baseline reference for the game’s 
many features, but after reading it through you may feel like the per- 
son learning to play chess who’s just learned how to move all of the 
pieces: “What do I do now’? 

The objective of MoM is simple: you are one of several wizards 
competing to become the sole Master of Magic in the universe. You 
can accomplish this goal one of two ways: wipe out every other 
competing wizard in the game (the brute force approach), or 
research, learn, and cast the spell “Spell of Mastery” (the finesse 
approach). In order to achieve either of these goals, a lot of work 
must be put into building and maintaining cities, armies, and of 
course the spells and artifacts of magic. 


Stepping through the choices 

The first choices confronting you when you start a new game are: 
Difficulty, Opponents, Land Size and Magic. | found the /ntro and 
Easy difficulty levels far too easy, winning my very first game at the 
Easy level with little effort. Hard provides a very good, if slow, 
game requiring thoughtful play to survive, let alone win. /mpossible 
is just that, and is probably useful only to those who’ve become ter- 
minally bored at winning games at the Hard level. It turns out that 
Normal is a very good place to start. 

Generally speaking, the more Opponents you face, the sooner 
you'll confront the other wizards and the tougher the game. Land 
Size is an interesting option that can have a profound effect on the 
nature of your game. Don’t confuse this with “world size” (which 
remains constant); instead, think of Land Size as “Size of Land 
Relative to Water”. Here, smaller is not necessarily easier. Indeed, 
I’ve found the opposite to be true: choosing a Land Size of Large 
provides your armies with greater opportunities to find magical 
items and locations quickly, allowing you to beef up your armies 
early on. Choosing Small often leaves you stuck on an island by 
yourself struggling to build up your abilities to the point of allowing 
you access to other lands (meanwhile, the other wizards are surpass- 
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ing you in technology and commerce). I recommend Large to maxi- 
mize your opportunity to find special items and units quickly. 
Remember, this is a turn-based game in which every move takes up 
precious competitive time. The sooner you amass your wealth and 
power, the more successful you’re likely to be against opponents 
who have been programmed to head immediately toward victory in 
a systematic fashion without having to read strategy guides. 

The Magic option requires some explanation. Magic Power is 
something you'll need to win the game and it comes primarily from 
two sources: Magic Nodes and certain City buildings. Magic Nodes 
will be found scattered arbitrarily on your world map. The question 
is, what kind of game do you prefer? If you’re in an expansionist 
mood looking to circle the globe with many cities you’ll probably 
want to derive as much Magic Power from the many Nodes you’ll 
encounter as possible, in which case Magic should be set to 
Powerful. If instead you lean toward maintaining a small number of 
well developed cities, enhancing and defending them as much as 
possible without spending much time traversing the world map, you 
might prefer to have Weak magic Nodes (i.e., derive more of your 
Magic Power from City buildings) thereby preventing your compet- 
ing wizards from profiting from your domestic agenda. 


Wizard construction set 

The next step is to select a wizard. This is where you’ll define 
the basic character of your game, so some thought should go into 
the selection. You can either choose one of the 14 pre-defined wiz- 
ards (but what fun is that?) or — if you’re playing at any Difficulty 
level above /ntro — you can create your own Custom wizard. 
Creating a Custom wizard takes three steps: identification, magic 
allocation, and selecting your guaranteed spells (if any). 

Identification is simply choosing a face and name for your wizard 
(a nice touch). Magic allocation is where the action is and is worth 
studying carefully. There are six types of magic in MoM: Life, 
Death, Chaos, Nature, Sorcery, and Arcane. Arcane magic comes 
“free” to every wizard and requires no special knowledge or spell- 
books. However, spells of the other five types (for which there are 
40 each) are only available via spellbooks and it’s up to you to 
choose the particular mix of books you prefer, up to eleven total. 
Spellbooks do not deliver the instant ability to cast spells, but only 
define which spells you’re able to research and learn. Spend some 
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Certainly do not want any Klackon Rebels 


tour de finesse 


time reading the Spell Book Supplement to understand the various 
spells and what they accomplish before setting out to define your 
wizard. 

Each magic type offers both enchantments to improve your game 
and destructive spells to razz your enemies. So, it’s entirely feasible 
to choose all eleven books from just one type. It’s also possible to 
mix and match spellbooks, choosing five of one and six of another 
for example. The only limitations are that you can’t mix Life and 
Death spells, and you can’t go over eleven total. Despite the gener- 
al balance in all magic types between enchantments and destruction, 
I’ve found that Chaos and Death spellbooks are better suited for the 
brute force approach to winning (i.e., annihilating your opponents), 
while Life and Nature spells offer a more civilized approach. 

Sorcery may be the best compromise if you’re looking to go with 
only one type since it offers the highest number of enchantments 
(and some of the best), as well as a good mix of creature summon- 
ing and combat spells. Chaos is a strong choice for street-fighting 
wizards, offering the highest number of combat spells. Each of the 
types has a total of 40 spells. 

The more spellbooks you have of a particular type, the more like- 
ly you are to learn the most rare spells of that type. Don’t underesti- 
mate this aspect, as spells are one of the most significant features of 
the game. You will be constantly casting spells, whether in combat 
or simply exploring overland. The better your spells, the more pow- 
erful you’ll become and the greater your chance of winning. The 
manual contains a table (p. 113) that lays out precisely the advan- 
tages you will receive from choosing more spellbooks of a particular 
magic type. Get used to the fact that you will never be able to play 
the game having all of the possible spells available to you: each 
game will necessarily involve compromises to achieve a particular 
mix of powers and abilities suited to the type of game you wish to 
play. 

There’s one more aspect to the magic allocation phase: the 
Special Abilities of wizards, i.e., particular attributes and abilities 
that can be applied to enhance your wizard. These are listed at the 
top of the spellbook selection screen and can be chosen individually 
in lieu of a spellbook to get to your total of eleven picks (some 
Special Abilities are so powerful that they are in lieu of two spell- 
book picks). The tradeoffs here are complex and depend entirely on 
the particular abilities, spellbooks, and objectives of your game. 
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Okay, so who’s going to start the dance? 


One of my personal favorites is to choose eight Sorcery, one Nature, 
and one Chaos and the Special Ability of Node Mastery. This 
allows me to learn spells at a good clip, guarantees me a Rare and a 
Very Rare spell, and doubles the Magic Power | can derive from 
any Nodes. 

The final phase of wizard creation is selecting your guaranteed 
spells. If your spellbook choices allow, you'll be able to specify 
here which of the spells will be guaranteed to appear in your spell- 
book. Again, keep in mind the objective you’ve chosen for the 
game, and look over each available spell to see how it fits that 
objective (I rarely accept the defaults chosen by the game). 


Off to the races 

Once you’ve defined your wizard, the next stop is the Select Race 
screen where you’ll choose the race that will populate your cities. 
Cities are a critical component in your strategies and must be man- 
aged carefully. It’s here that your workers will produce enchanted 
buildings (increasing your Magic Power), build armies and fighting 
creatures, and generate tax revenues to fund your expansion or inter- 
nal growth. Depending on the level of Difficulty chosen, your popu- 
lation will be subject to varying degrees of civil unrest, directly 
affecting their productivity. Each of the races has vastly different 
production capabilities and rules governing what kinds of soldiers, 
ships, weapons and food they’re capable of producing. So, it’s 
important to know at the outset what kind of population you’re deal- 
ing with. 

Depending on whether or not you chose the Special Ability 
“Myrran” during the magic allocation phase, you will have either 
nine or fourteen races to choose from here, each with its own bene- 
fits and drawbacks. There are arguments for every one of these 
races, but my personal favorite for most games is the Klackons. 
These guys have the highest production output of any race (50% 
higher), are resistant to civil unrest, and produce the Stag Beetle, 
probably the best single production fighting creature in the game. 
Eventually, you’ll come across more powerful fighting creatures, 
but in the early stages of the game your Stag Beetles will give you a 
powerful edge. And the extra production output of the Klackons 
will pay off immediately with quicker progress early on. 

Next month I’ll continue with a discussion of battle techniques, 
city management, and spell casting, the key to victory. 
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TIGERS ON THE PROWL CAMPAIGN DISK 
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illed as new from HPS is the first 
campaign disk for Tigers on the 
Prowl (TOP). In it, you follow a 
battalion of the 7th Panzer Division through a 
series of fourteen Eastern Front battles. The 
add on is unique in that your losses determine 
the number of troops you will have in the next 
scenario. In order to use this disk you must 
have TOP 1.14 that is yours for free by send- 
ing a disk to HPS or downloading it from an 
on-line service. 

The best improvement to the game play is 
the ability to click on a unit and give it orders. 
This eases a lot of the frustration I had with 
the earlier version of the game. There are also 
improvements in AI and other routines, most 
of which will be invisible to the end user. No 
question about it, the game is much more 
playable than the original release. The linked 
campaigns are an outstanding feature. This 
feature, also found in SS/’s Tanks, does a lot 
to make the player really pay attention to his 
units and status rather than just spending them 
to reach the scenario objective. I really 
enjoyed this aspect of the game. 

Most of my original frustrations with the 
game remain. The interface and turn sequence 
are slow and irritating. For instance, if you 
want to observe the map at zoom level two, 
you must select it on each and every game 
turn. This becomes monotonous and irritating 





over the length of a 
45 - 90 turn game. 
The map - and 
graphics are unin- 
spired and it is dif- 
ficult to tell which 
unit is which; occa- 
sionally I had trou- 
ble telling German 
units from Soviet 
ones because the 
colors are so drab. 
The counters really 
need to have unit 
identification and 
size symbols on 
them. The lack of 
historical docu- 
mentation _ still 
needs to be 
addressed. If the author has done extensive 
research on this series of battles, let’s see 
sketch maps of the battle area, an organization 
chart of the 7th Panzer Division, and a brief 
campaign history. If HPS is serious about 
selling this as “the most detailed armor simu- 
lation on the market today,” then they need to 
improve their documentation. 

SS/’’s War Game Construction Set II: 
Tanks is both a more visually pleasing and 
more versatile game, although perhaps lacking 
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in the enormous amount of technical detail 
that Scott Hamilton has put into this game. 
My original recommendation stands: if you 
are obsessed with the Eastern Front, buy this 
game. Otherwise, get WGCSII:Tanks and 
its campaign disks.U 



























































































































































































































































CENTRAL INTELLIGENCE 


pying is a murky business, full of 
unpredictable twists and turns. 
That might lead a generous per- 
son to say that Ocean was simply trying to 
recreate an atmosphere of espionage with its 
new CD-ROM release, Central 
Intelligence (CI). 

I’m not even close to being that gener- 
ous. When I play a game that, despite the 
fact it claims to feature 1360 characters, 
provides the user with a skimpy 28-page 
manual and a tutorial that fails to touch at 
all on strategy, I tend to think that the 





Spying for fun and profit 
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designers are trying to recreate the sensa- 
tion of being tortured for no apparent rea- 
son. 

In CI, you’re in charge of an undercover 
operation designed to restore a recently 
overthrown democratic leader to power in 
the fictional island country of Sao Madrigal. 
You’re constrained by the fact that, for 
some strange reason, the neighboring coun- 
tries are against invasions by superpowers. 

Therefore, the powers that be have decid- 
ed on a covert approach. You have three 
specialists - one each in propaganda, poli- 
tics and military. Each is run- 
ning eight undercover agents, 
who can be assigned to individ- 
ual missions designed to boost 
opposition and make life miser- 
able for the oppressive rulers. 

In order to accomplish this, 
you must interact with rebel 
forces, student sympathizers, 
government officials, local 
workers, and political prisoners. 
There’s a telex available which 
broadcasts general news, but 
most of your information must 
come from your agents in the 
field. 

All of this sounds like the 
basis for a pretty good game. 
What’s missing from CI is an 


indication of what you need to do to accom- 
plish the task you’ve been assigned. 

From a strategy perspective, the tutorial 
is useless. It shows you how to assign 
agents to missions, but gives you no infor- 
mation on how to approach the game. You 
know that your final goal is to weaken the 
ruling government to the point of overthrow 
by the opposition, but you’re given no clues 
as to the best strategy. 

That’s the biggest problem with CI, but 
not the only one. Assigning agents to mis- 
sions is a nightmarethat can involve as 
many as 10 menu changes. The game being 
played in real-time only adds to the confu- 
sion. 

Ocean does one thing extremely well 
with CI - it gets you right into the game. 
The game plays completely from your CD 
drive, and you can start about 60 seconds 
after you break the shrink wrap. That’s a 
good thing, because you’re going to need to 
devote a lot of time to the game if you want 
to win. Or, you might want to pull your 
agents off Sao Madrigal entirely and send 
them to Ocean to see if they can ferret out 
all of the things missing from this game. 

Charlie Tanaka 
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light Commander II (FC2) is the 
third computer game release from 


FLIGHT COMMANDER II 


Avalon Hill in 1994. After several 
years of inconsistent and many times indif- 
ferent computer games AH announced that it 
intended to get back into this genre of gam- 
ing in a serious way. FC2 certainly reflects 
this new commitment to quality computer 
games. 


Strategy flight 

FC2 covers tactical air combat operations 
in the modern jet age from 1950 until the 
present. Unlike a myriad of simulator 
games covering this subject which work in 
“real time” FC2 uses a strategy and 
boardgame approach. What makes it work 
so well is that the many factors that make 
up flight operations such as turns, banks, 
maneuvers, climbs, dives and changes in air 
speed, functions normally found in simula- 
tors, are well modeled in a 
strategy/boardgame gaming system. The 
result of this is that flight operations can be 
accurately and realistically managed in a 
turn based environment, something that 
should be of much interest to those who 
enjoy the subject but lack the dexterity to 
successfully play an action game yet appeal 
to those who enjoy real time flight simula- 
tors as well. 

The core of the game is built around mis- 
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A mission planner’s delight 








There are a number of scenarios cov- 
ering various conflicts, both real and hypo- 
thetical. The player is assigned tasks to 
accomplish via a briefing. Once the mission 
is chosen the player is taken to the main 
screen. The player starts out having arrived 
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ccess Software has gone the world- 

over to convert some of the finest 
golf courses so that you can play them on 
your computer anytime of the day or 
night. Each is faithfully reproduced in 
exacting detail to make you feel like 
you re playing the actual course. 
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e call these renditions our LINKS 

Championship Courses. With 
Pebble Beach® our newest release, we now 
feature a line of twelve world-famous 
courses besides Harbour Town, featured in 
LINKS 386 Pro™, and Torrey Pines, included 
with LINKS® and Microsoft Golf®. 
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in the general area of his mission. The actu- 
al flight to the target area is done abstractly 
and represented by a percentage of fuel 
already having been consumed. Aircraft are 
depicted as icons on a game map and this 
map comprises the largest area of the 
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viewscreen. Prominent terrain features such 
as forests and rough areas are shown. 
Overlaying the map is a square grid (which 
can be toggled on or off) which regulates 
unit movement . 


Systems control 

Surrounding the map are the various con- 
trols and information boxes used to maneu- 
ver aircraft, operate systems such as radar , 
firing missiles, etc. The interface is very 
well done and easy to both learn and use. 
Planes are can be ordered to turn, climb, 
dive, fire weapons, etc. Most of the aircraft 
maneuvers are inputted through a flight 
stick . Speed is regulated by adjusting the 
amount of thrust. All these operations can 
be done via a mouse. All orders will be 
executed in an action phase after orders 
have been inputted for each aircraft. There 
can be as few as four aircraft a side in the 
introductory scenarios. The more advanced 
scenarios can have considerably more. This 


process continues until objectives are met or 


one has to turn back to base. 

One of the nice features of FC2 1s a lay- 
ered approach the designer chose to use in 
terms of complexity of the game and the 
game manual. The manual explains things 
clearly and includes introductory and inter- 
mediate tutorials to walk one through game 
functions. The game itself has been 
designed to operate on a relatively simply 
level all the way up to a very complex and 
realistic simulation. This is accomplished 
by having a considerable number of option- 
al features which can be toggled on or off . 


Thus such options as altitude, radar and 
visual contacts, high-G turns, missile tracks, 
stalls, advanced ground attack and move- 
ment phasing can be selected individually in 
any combination to tailor the amount of 
realism a player might wish to have. 


Campaign 

FC2 also has a campaign feature in which 
several missions are needed to accomplish 
an assigned objective. 
with a roster of pilots of varying abilities 


One is presented 


and one chooses the makeup of each mis- 
sion. Planes can be armed with a variety of 
different ordinance. The game comes with 
fifty-eight aircraft representing thirty-three 
nationalities. One can also access an exten- 
sive database giving considerable informa- 
tion on aircraft attributes. FC2 can be 
played against another opponent, versus the 
computer or via E-mail. Each side can 
select from among several difficulty levels. 

FC2 is a solid effort. The graphics are 
well done, the interface is easy to use and 
intuitive, and the sound library fairly exten- 
It’s nice not to have an opening 
sequence where the music sounds like a 
theme from a game show. Probably most 
refreshing of all 1s the game appears very 
stable and this reviewer experienced no 
lockups, freezes or glitches while putting it 
through it’s paces. A couple of minor bugs 
were reported just after the game came out 
and designer Charles Moylan had patches 
out for them in just a few days. 


Sive. 


In short, for those interested in air-to-air 
and air-to-ground combat this 1s a highly 



































S&S File Display Nest Pilot Radio Windows Options 





No events.. 


For wargamers who get lost in a cockpit 


recommended simulation. It 1s a game that 
can be enjoyed by both novice and 
advanced wargamer as well as simulator and 
strategy game fans.U) 


Bob Gurske 





Designed & Published by: Avalon Hill 
Systems: IBM PC, Mac | 
Requirements: 4 Megs, Windows 

| 3.1/System 7 

Graphics: SVGA or VGA cards (IBM) Color 
or B&W (Mac) 

Peripherals: Mouse | 
Sound Cards: Supports all major sound 
cards 
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Il LINKS Championship Courses are 

completely compatible with and 
require LINKS—the Challenge of Golf®, 
Microsoft Golf®, OR LINKS 386 Pro™ to 
operate. From mountains or beaches, from 
across the sea or on the islands—happy 


golfing from ACCESS! 
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OPERATION CRU 


Desert warfare made easier. Peter Szymco 
the sun block and concludes his detailed s 
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esupplied with new British and American tanks, the British 
- 7th Armored and 22nd Guards Brigade once again try to 

relieve the siege of Tobruk, while the Italian Bologna and 
Ariete Divisions combine with the German 15th Panzer to defend the 
outer ring of the Tobruk perimeter. All of the lessons from the first three 
scenarios come to bear on this one, with special emphasis placed on cre- 
ating and attacking fortified positions. 

With all of those armor and artillery pieces running around the desert, 
it’s no fun being part of the infantry. Fortunately, the infantry has some 
important weapons on its side, one of which is the use of defensive ter- 
rain. 

The desert is a place of extremes. It gets very hot during the day, and 
very cold at night. The same terrain that favors open tank movements 
also features areas that are completely impassable to anything on wheels 
or tracks. 

Using shovels and some heavy equipment, infantry and artillery units 
can create fortified positions which cause armor shells and artillery 
rounds to bounce off. These same positions will shift combat odds 
downwards, and units in fortified and defensive 
retreat results in combat. 

Urban areas and city hexes are especially nasty places, since not only 
do they provide excellent cover, but they can also hold more infantry 
units than open terrain. Escarpments, wadis, and hammada hexes weigh 
in on the infantry’s side as well. Using these to their full advantage, a 
few well placed and dug in infantry units can stop even the largest 
armored offenses. 

The prize in To the Rescue! is Sidi Rezegh. Knowing this, the Axis 
knows where the Allies are heading. The key is to setup a defensive line 
around the perimeter of the city, while making sure that Allies are pre- 
vented from making a wider sweep by watching the area around Bir el 
Gubi. The Italians may actually be able to attack from the area around el 
Gubi to engage the British before the Matildas move too far north. 

During the first turn, the Allies must race to reach points behind the 
many escarpment lines to the north before the Axis units get there to 
establish tank resistant defensive lines. By digging in and fortifying these 
areas, the Axis can make it tough going for the Allied armor, and prepare 
for a counter-offensive. 
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Gambut is also a place that the Axis needs to fortify fast, although even 
a casual wargamer should have no trouble capturing it in a couple of 
turns. Here the situation is reversed. After taking the city, the Allies 
should dig in as soon as possible, since the German 15th Panzer is com- 
ing down in force from the north to reinforce and/or retake the city. 


Tobruk relieved: command control & supply 

This is another long scenario, and the only one that has fairly solid 
frontlines. After breaking through to Tobruk, the Allies now have to 
keep the corridor open while attempting to shatter the Axis Army sur- 
rounded in Bardia. Both sides have a chance to launch offenses and to 
defend in this one. Proper coordination of command control is important 
in this scenario. 

The final key elements to success in Operation Crusader are proper 
coordination of command control and supply. The game features a host 
of options that allow direct control of these variables, and used properly, 
they can make all the difference between success and chaos on the battle- 
field. 

The attachment procedure in Operation Crusader offers a lot of flexi- 
bility, and supply is only allotted during the 6:00 A.M. turn. So this 
morning turn becomes the most important part of the game. Proper allo- 
cation of supply and the creation of a chain of command is critical during 
this phase. 

Don’t be afraid to attach units of various nationalities to different head- 
quarters units during this turn. Doing so can provide a brigade low on 
supply with attack supply instantly, and simplify the chain of command 
for units that have advanced far beyond the range of their parent head- 
quarters units. For example, it is not at all unusual or ahistorical to attach 
British tank units to the Polish Brigade. 

Just be careful when using this tactic. It may be tempting to separate 
brigades from large formations with one headquarters unit (like the South 
African Division) and to attach them to smaller formations to increase 
mobility. But if the receiving headquarters is ill prepared to accept the 
new unit, the brigade can be left out of supply and out of action for an 
entire day until the next 6:00am turn. 

Headquarters units are best stacked with good sized infantry and/or 
anti-tank units. Try not to move headquarters units too often, since it can 
be hard to keep track of them and their units. This may leave them out of 
position for an upcoming offensive, and even strand units attached to 
them. 

Headquarters units have to be protected, but keep them within a range 
of the action because long supply lines are easy to cut off. Headquarters 
that are overrun cost the player a great deal of supply, creates chaos in the 
chain of command, and can provide advancing enemy units enough sup- 
ply to keep an offensive rolling. 

In Tobruk Relieved, the Allied army is in a somewhat chaotic state, 
with units from various brigades scattered all over the breakthrough corri- 
dor. It may be tempting to restore order by moving units back to their 
parent headquarters to re-establish a chain of command, but in doing so 
the player can create large holes in the defensive lines which the Axis 
player will quickly exploit. 

It is far better to attach these far flung units to other headquarters units 
in the vicinity. Recreate the chain of command and supply lines by 
changing attachments, not by moving the military units themselves. This 
may lead to some strange combinations, but the defensive line will be 
stronger for it. 

Operation crusader: you’re on your own now! 

The player is on their own in this one, but using the lessons learned 
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nik applies 
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from the individual scenarios, the campaign game becomes far easier to 
play and master. As in all scenarios, keep one eye on the Victory 
Conditions. Don’t waste units trying to take geographical objectives that 
offer few victory points, and stick to those objectives that are worth the 
most points. 

Hold objectives for as long as possible, since the longer an objective is 
held, the more it is worth. But don’t be afraid to retreat if necessary. 
Fighting to the last man usually doesn’t make sense unless its near the 
end of the campaign. 

Remember that unit losses cost victory points too. Capturing key cities 
and other objectives won't do very much good if the entire army was 
wiped out in the process. As the Axis, pay close attention to the level of 
German tank losses. These will cost dearly when it comes time to tally 


Objective Victory Points/Turn 
Tobruk 150 
Bardia 100 
Gazala 75 
Bug Bug 50 
Sidi Muftah 50 
Sidi Rezegh 50 
el Adem 50 
Bir Hakiem 50 
Bir el Gubi 50 
Gambut 50 


Use the wadi well 


up the victory points. 

There are other minor aspects to the game which would make this arti- 
cle much longer, but stick to the fundamentals as outlined above, and 
within a few games you should bask in the glow of your first Substantial 
Victory in Operation Crusader!) 


Objective Victory Points/Turn 
Sidi Azeiz 50 
Gabr Saleh 50 
Halfaya Pass 50 
Libyian Omar 25 
Sollum Phe 
bir el Essem 20 
el Gueitinat 20 
el Cuasc 20 
Sofafi 20 
Fort Capuzzo 10 
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Defender’s Terrain 


Bunker or City 
dug-In 
fortified 

Depot 
Escrapment 


Effect on Strength 


Odds column lowered by 3 
Increased up to 200% 

Increased up to 150% 

Odds column lowered by 2 
decreased 5% against ground attacks 


i 


Unit Type Commonwealth 
25.00 
20.00 
10.00 


Headquarters 
Armor & Heavy Flak 
Other 


German Italian 
Si23 18.75 
25.00 15.00 
[2.30 7.50 
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Terrain Non-Motorized Motorized HQ 
Clear 0.50 0.50 
Bunker 0.50 0.50 
City 0.50 0.50 
Landmark 0.50 0.50 
Hammada 1.00 1.00 
Salt Marsh Prohibited Prohibited 
Track 0.325 7s 
Highway 0.250 0.25 
Wadi +5 Prohibited 
Encrapment Prohibited Prohibited 
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Non-motor HQ Motorized Armored 
0.50 0.50 0.50 
0.50 0.50 0.50 
0.50 0.50 0.50 
0.50 0.50 0.50 
1.00 1.00 1.00 
2.00 Prohibited Prohibited 

275 0.325 O325 
0.25 0120 0.125 
+5 Prohibited Prohibited 
+4 Prohibited Prohibited 
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TACOPS TACTICS - 0 


G D ; ers Don Hill & Major Hold: 
previous article concentrated on the defense. This article [ @ file Combat Orders Display feports Comms 
discusses some offensive tactical principles. 3 PIRES) Pa CLI LUE EON 


Your plan of attack 

Once you understand the mission, the next step is to analyze 
friendly and enemy forces and their capabilities. If you are com- 
manding OPFOR and your force is composed of T80s and BTRs, 
the T80s will be about the only effective weapon you have for 
engaging enemy vehicles at long range. In this case, you cannot 
afford to pause and slug it out with a mechanized defender. You 
must rely on speed, artillery support, and the mass of numbers to 
close with and overwhelm the enemy. If your force is composed of 
T80s and BMPs you will be able to engage in a more deliberate 
attack, perhaps even a multi stage approach, since your BMPs can 
engage enemy APCs and IFVs at long range, and can even kill the 
M1 tank if enhanced ATGMs are being used. 
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Mission Control] |Special 


OFAI8 enroute. 3 minutes to target 
FAIS on air alert. 4 minutes to battle area. 

C} AUS enroute. 56 seconds to target. 

CAUSE enroute. 49 seconds to target. 

| C)FAIS enroute. 9 minutes to target. 

8 CFAI8 enroute. 9 minutes to target 
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Analyze the friendly forces US Commander You nay now issue or change orders. 
As the US commander you should note that the M1 can kill any- 

thing on the battlefield from any aspect at great range, and that it 


has superior armor to the OPFOR tanks. Without improved 


almost entirely of unmechanized infantry, then he will not be able to 
reinforce the point of attack rapidly. In this case, you may want to 
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ATGMs, only the T80 can kill the M1 from the front or sides. This 
usually makes the M1 the best choice to lead any advance. If your 
force consists of MIs and Bradley IF Vs, the Bradleys should usual- 
ly trail the MIs by 500 to 1000 meters. If your force consists of 
LAVs and Mls, the MIs should usually still lead but you will have 
to approach the enemy more carefully, taking maximum advantage 
of terrain masking. Only the MIs and a few LAV TOW vehicles 
will be able to kill T80 tanks and just about anything can kill an 
ordinary LAV25. 


Analyze the enemy forces 
When analyzing the enemy force you must consider his ability to 
maneuver and his fire capabilities. If the enemy force consists 


focus your attack on a rapid assault of one small area of the battle- 
field. Attacking unmechanized infantry on a wide frontage will usu- 
ally only work to your disadvantage as it exposes you to a greater 
number of short range infantry weapons. If the defender is mobile, 
attack at multiple points but focus on one as the main effort and 
threaten the others with supporting or diversionary efforts. 
Supporting attacks will tend to keep the defender from being able to 
shift his troop line and from being able to concentrate artillery and 
air support at the point of decision. 

Be alert to exploit unexpected success on the part of a supporting 
attack. A supporting attack may find a gap in the defense or the 
enemy may recognize the main effort early on and choose to ignore 
the supporting attacks. In such a case it is possible that a supporting 


attack will encounter so little opposition that it should immediately 
assume the role of the main effort. 

Analysis of the enemy fire capability is important for choosing 
target selection. If the enemy forces consist of BTRs or BMPs with- 
out improved ATGMs, then only the T80 will be able to kill the M1. 
In this case, the T80 should be the US’s priority target. Once all are 
eliminated, the M1 will be able to dominate the long and mid range 
battlefield. When fighting Marine forces, TOWs and M1s should be 
the priority targets due to their maneuverability, and long range 
lethality. All exposed infantry and ATGM teams are highly suscep- 
tible to casualties and suppression from artillery fire. Just a sup- 
pression result will greatly reduce infantry’s movement speed, rate 
of fire, and accuracy. ATGM teams should always be a special pri- 
ority for artillery. 

When analyzing the terrain for offensive operations you should 
first consider the time available to accomplish your mission. Next 
identify all reasonable attack routes or avenues of approach that will 
meet your mission time limit. Mentally identify likely enemy unit 
defensive positions along each route and select the route that offers 
the best potential for coping with them. The obvious advantage of a 
high speed avenue of approach, such as a road or open terrain, 1s 
that it takes the attacker less time to close with the defender and 
thus the defender has less time to adjust artillery and to engage in 
direct fire. Fewer shots by the defender translates directly into 
fewer kills. Being able to speed through incoming artillery is espe- 
cially advantageous to the attacker. 








Cambat Cammns 


77. 


Unit Information 


M1AZ Tank 
Vehicles: 4 
Thermal sight. 
Terrain: Rough 
Visible at 4000 





Armor Protection vs Kinetic Energy Weapons: 


Front: 600 |Side: 410 


Armor Protection vs Chemical Energy Weapons: 


| sé Front: 1300 |Side: 890 [Rear 115 
meters. 


LOS Elevation: 0 
Seog ates UTM: 1102 | |[ Smoke Capability: | | 

0305 Smoke Capability: 
iio [20mm Gun i; a0 SSCCCS 
Crew: 16 ; 

crew: city: 4@ | | 27am Machine Gun 
Troops Onboard: 0 60 Hachine Gun 

?.62mm Machine Gun | 1500 


24800 
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FFENSIVE STRATEGY 


age continue our exclusive report 


High speed avenue of approach 

The primary considerations in deciding whether to attack using a 
high speed avenue of approach is the expected density of enemy 
long range weapons defending that route and how much of the route 
they command. High defender density combined with long range 
line of sight usually means disaster for a high speed attack. In such 
a case, you should look for a more covered route, take the time for 
an extended artillery bombardment, and in general make a more 
deliberate attack. However, if you have very little time allowed for 
your mission, then you must use the most direct attack route, regard- 
less of consequences. In such a case, using your supporting artillery 
for widely roving general suppression may prove more beneficial 
than concentrating it for killing effect. 


Low speed avenue of approach 

Using a low speed avenue of approach through rough terrain, 
woods, or a town also has its advantages. They generally offer long 
range concealment from enemy observation and in the best case. 
some units may avoid detection altogether. Even if you are spotted, 
such terrain often reduces the enemy’s direct fire hit probability sig- 
nificantly. It is also likely that these approaches are less heavily 
defended than the high speed avenues. The disadvantages are that 
once attackers are spotted in rough terrain, their slower movement 
makes them easier to hit with artillery and allows the defender more 
time for direct fire. Also, the slower rate of advance will give the 
defender more time to shift reinforcements to directly face or flank 
your attack. 

Both the attacker and defender struggle to control the pace and 
events of the battlefield. One way to achieve control is to isolate a 
portion of battlefield so that only a portion of the enemy’s forces are 
able to participate in an engagement thus enabling you to over- 
whelm them with firepower. One way the attacker can isolate the 
battlefield is by maneuver. If the defending force consists mostly of 
unmechanized infantry, then the attacker can use either surprise or 
superior mobility to focus his forces at one point faster than the 
enemy can reinforce. 
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Terrain masking 

Another way the attacker can isolate the battlefield is by using the 
terrain to restrict observation and exposure to direct fire. Attacking 
formations can take advantage of terrain elevation masking to 
advance in tighter formations while out of the line of sight of known 
enemy positions with a pause just before an elevation change to 
deploy into a more on line attack formation. As discussed in a pre- 
vious article, terrain masking by elevation can work to the defend- 
er’s advantage by suddenly exposing the attacking forces piecemeal 
to defending units at a different elevation. The attacker can reduce 
the effects of this by crossing elevation changes with his units more 
on line. When the attacker crosses elevation changes in this manner 
he is more likely to achieve fire superiority in an isolated enemy kill 
zone and to avoid piecemeal attrition. 

As extended formations pass around woods or hills, leading ele- 
ments may become exposed to fire while trailing units are still out 
of sight. For a moment, trailing units cannot support the leaders 
since their line of sight is still blocked by the nearby terrain feature. 
This is terrain masking by angle. The attacker can take similar 
advantage from terrain masking by angle as was discussed for mask- 
ing by elevation. Crossing such terrain in mass or on line iS Just as 
helpful in reducing the effectiveness of masking by angle as it is 
against masking by elevation. If the attacker has enough time he 
can reduce the threat of terrain masking by moving through or over 
terrain that blocks line of sight in mass or on line. If the terrain fea- 
ture is woods or town, the leading units should pause at the edge of 
the terrain feature and provide overwatch as trailing units move up 
to and perhaps pass through their position. Not only will the attack- 
er have more forces to return fire, the units providing overwatch 
will be stationary and in cover thus increasing their chances to spot 
and hit and giving them added protection from fire. 

Don Hill and Major Holdridge are currently collaborating on the 
TacOps Battlebook for Arsenal Publishing, Inc. This book will dis- 
cuss the weapons, principles, and techniques of modern tactical 
ground warfare in detail and that will also provide TacOps game 
specific tactical hints and scenario analysis.Q 
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Proper way to attack across an 
elevation change. 
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Being held prisoner in the dungeons 
Has NO Plece of cake, Finally, you are 


’'m so hungry | could eat fruitcake 





appy New Year! Please excuse the mess. Bashed, Battered 

and Bewildered are off playing with their new toys, and 

they’ ve left all the wrappings and boxes scattered all over the 
floor. To top it all off, someone is stuck in the fireplace and there's a 
team of reindeer on my roof. 


Four outstanding adventure games 

Four of the best adventure games I’ve played this past year have 
recently been released. I’m most fond of Death Gate. Its puzzles are 
logical and well integrated into a brilliant story adapted from the intrigu- 
ing Weiss and Hickman fantasy series. Under a Killing Moon uses vir- 
tual reality like you’ve never seen it used before. Unfortunately, this 
magnificent state-of-the-art game has a weak story, and less than ade- 
quate direction and acting. It’s still great fun to play, though. 

Noctropolis is a very impressive CD-only blend of story, puzzles, 
video, animation and graphics. It isn’t the titillating sex-adventure the 
pre-release hype seemed to suggest but one well-endowed actress does 
briefly expose her breasts. Malcolm’s Revenge is the funniest and 
most graphically advanced of all three Kyrandia adventures. The puz- 
zles are much more challenging, however, which may frustrate novice 
players. 


Star Trail CD copy protected 

Warning: The CD version of Realms of Arkania: Star Trail has the 
same once per-session-look-up-a-word-in-the-manual copy protection 
that the disk version has. Hopefully Sir Tech has corrected this. A game 
that needs the CD in the drive to play does not need extra protection. 


No outstanding computer role playing games 

There has not been a single CRPG released from November 1993 
through November 1994 that can touch Crusaders of the Lost Savant 
or Betrayal at Krondor, both of which Strategy Plus voted as games of 
the year. Only Superhero League of Hoboken even came close, and it 
was primarily a satire of the genre. 


Noctropolis 
If a location that you know about doesn’t appear on the map, chances 


are you need to get the address from either the Newsboy or the Clerk in 
the Hall of Records on Main Street. To talk to the Clerk click on space 
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Unca Andy’s mythical Inn and spell of last resort for solving adventure puzzles. | 


between TV and statue. There is a very tiny silhouette of Clerk’s head. 
The following tips assume you talk to everyone at all locations. 

(Continued from November issue:) Cygnus: After turning on Air 
Conditioner, talk to Wanda, get elevator pass, talk to Sam Jenkens. He 
must mention Incarnate Offices. Get alarm clock. Go to Sunspire, look 
at truck. talk to Guard, talk to Stiletto, get glasscutter (from lumber pile) 
and shard of glass. Talk to Newsboy on Main Street about Greenhouse 
and Incarnate Offices. Go to Incarnate Offices, then Neon Noose. Go 
back to Cygnus, use elevator pass in elevator, talk to Shoto. Go to 
Greenhouse, go to truck, get seeds and quick grow solution. 

Go back to greenhouse entrance, use glasscutter, use liquidark 
grenade to escape, go to Stiletto. Get Opera poster outside. Go to 
Shadowlair, heal in pool. Go to Hall of Records, get Opera address for 
from clerk. Go to Opera. Go to Observatory Gate, use glyph to turn 
invisible. Enter, use seeds and quick grow. Enter, avoid lights, get 
screwdriver and oil. Go to platform. Use oil and screwdriver, remove 
lens. Get logbook. Go back to Opera. Talk to old man to escape. Get 
brick and knives. Use brick. In Dressing Room get makeup and jewels. 
Move costumes, open door. 

Go to Boiler Room, get screwdriver and use it. Move water valve, get 
hose. Go through hole. Give punks knives and jewels. Get address of 
Butcher Shop from Newsboy. Go to Butcher Shop. Talk to Butcher, 
get sausage, give newspaper. Open freezer, get meat hook, move slabs 
of meet to reveal doorway. Go to Observation room. In Surgery room 
move acid bottle, move tray, get flask, open door. Go to Maze-Xmas 
room, get acid. Go to Maze-Fan room, go to Junkroom behind fan, use 
shard of glass to get rope, get valve wheel. Go back to Maze-Fan room, 
use rope. Go to Maze-Aqueduct, use acid. 

Go to Ball room, go to Chandelier room, get rebar to repair catwalk, 
cross to Valve room, get net, use valve wheel. Go back to Chandelier 
room, go to Tunnel room. Go to Puzzle door. Talk to monster, give 
makeup. Solve door puzzle. Go to Shadowlair, heal. At Fun Park 
entrance get bucket of paint, go in Clown’s mouth. Go in second 
Clown’s mouth. Get pick. Return to entrance, use pick on boarded 
door, enter Table room. Get match. Return to inside first Clown’s 
mouth. Pull screen down. Go through doorway of tower to Sacrifice 
room. Get lamp. Exit, pull screen, go through doorway into Thorn 
Forest. 

Get sticky web. Use match (and lamp). Get egg sac. Go to Sacrifice 
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Don’t wake them up 


Strategy Plus 





room, use egg sac. Get diamond. Use diamond on glass cover in Table 
room. Move pepper shaker, get pepper. Use pepper inside second 
Clown’s mouth. Get paint brush. Exit, use paint brush, and go to 
Tower. Use sticky web. At Door, move mat. get key, enter, talk to 
Dreamler, die. Cygnus: Talk to Shoto about father. Go outside C ygnus, 
get iron shaft, use iron shaft. Go to Boiler Room, get and use broken 
chair three times. Enter pool. Talk to Whisperman. Use logbook in ele- 
vator. On top building, use meathook. Get duct tape, rope, broomstick. 
Tie sausage to rope and use on screen with dog. Tape meathook to 
stick. Use to get into Liquilight Chamber. Use gold token to destroy 
Flux. 


Malcolm’s Revenge 

There are several alternative ways of getting to Cat Isle at the 
beginning of the game. Malcolm can audition as a juggler or steal 
the Mime’s costume in order to leave by ship. He can also find a 
teleport potion and drink it at the teleport pad. He can make a 
Pegasus potion to fly off. Finally, he can escape from doily prison, a 
rock quarry, a chain gang and finally a prison barge and then swim 
there. 

Earlier, when after going down the waterfall and into the last cave 
—1if the animation hangs, press escape and you'll go to the court of 
the fish queen. 

To get out of the cellar when the Town Hall door is blocked, use 
the slide near the top of the stairs. 


Under a Killing Moon 

You must use the arrow keys to look up or down to find many of 
the objects needed for solving puzzles in the game. In the office 
there’s a stamp and a pencil in the desk drawers, but you must be 
looking down into the drawers to be able to see and then get them. 


Death Gate 

Legend Entertainment Company has graciously given me permis- 
sion to give you a sneak preview of some of the hints in the Death 
Gate hint book that I helped write. 

Nexus: The steering stone needs rune. Drevlin: Quick drying 
black ink makes good dye. Set off alarm to get by guard. King 
Stephen’s Castle: Use steering wheel to get to King Stephen’s 


At least the bed is made 
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Did | turn all the burners off? 


Castle. Lift window bar. Cast spell on tapestry. Quench Elf 
Wizard’s thirst. Drevlin again: You need black cloth andspell to 
make glow go. Search hold for something en-lightning. Skurvash: 
You need pry bar for strongbox. Jewels impress Hugh. Street rat 
needs money. Clack, tick and thunk opens lock. Poem helps find 
secret journal. Open window to see which continent is in sky and 
use code on parchment to open handprint door. Get statue out of 
killing field. Drevlin, yet again: Feed Limbeck marmalade bread 
and get map. Handbook tells you where to put ore. Tree City: 
Burning embers go in shell. Throw black disk in Maw. Kill spider 
with marmalade, stink weed and burning ember. Be Cyrano for 
Prince. 

Citadel: Music will help free Dwarf Girl. Stink-weed will make 
nutmeat smell bad. Give Princess mushrooms, pink flower, herbs, 
and nutmeat to cure her cough. Open tree stump door before you go 
after t crystal. Telestia: Get Nanny to read to Jethro to get past 
snake. Butler takes tea to his master at four bells. Kleitus’ Palace: 
Become dog and get antidote. Secret Cave: Become dog and illu- 
sion revealed. Gamble for bones. Back in Telestia: The scepter 
needs vise. A disguise fools Undead Dwarf. Back in Kleitus’ 
Palace: Follow Undead Dwarf. Chelestra: Alter Ward spell to get 
in city. Become dog to escapedragon. Spell will help transport 
globe. Special water will get you in Sang-Drax’s cave. Labyrinth: 
Plant life is dormant in winter. The Tiger Men will follow you any- 
where. Your Zinger needs charging. Tigers scare easily. Steps to 
Vortex: When two is a crowd, one must commit suicide. It takes 
more than one shear to snip a tentacle. The dead will talk. Orseph is 
heart. 

Happy trails, I’ll be back next month to collar more colicky 
conundrums for you. In the meantime, request assistance in solving 
adventure puzzles from Unca at Strategy Plus or write to User ID 
71202,3451 on CompuServe.Q 


Sorry this is the only jumpsuit I have 
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ECSTATICA 


REVIEW 





“You wouldn’t 


t’s better to be good than original. 

Ecstatica, from Psygnosis, could best be 

described as Alone in the Dark (AITD) 
with balls or, if you prefer, ellipsoids. Whereas 
AITD used polygons to render the characters 
(which gave everyone a surreal, blockhead 
look), Eestatica uses ellipsoids, which are basi- 
cally a bunch of round, or elliptical, balls. 
Female players shouldn’t have a case of “ball 
envy,” as their on-screen persona is also made 
up of balls. The end results are characters that 
still look surreal, like Weebles on acid, but still 
much better than those found in AITD. That 
could be the theme of Eestatica: it took a good 
game (AITD) and made it even better. 


Oh oh, it’s magic 
The “plot” of Eestatica is that a young 
woman named Ecstatica was practicing magic 








one day and fell into a trance-like coma. Now 
her dreams are becoming reality and wreaking 
havoc upon the peace loving and granola eating 
village of Tirich. A solitary traveler (your 
choice of man or woman) stumbles upon the 
village looking for some water and becomes 
trapped. Free Ecstatica and you will free your- 
self. 

She is obviously a very deranged young 
lady, as her dreams are a bit on the weird side. 
When you enter the town you’re greeted by a 
cute little piglet, who doesn’t look quite as cute 
when it brandishes an ax and starts hacking 
away at your spleen. You will find a lot of cute 
characters in Eestatica doing all sorts of not so 
cute things. You'll find giant ants, bats, bears, 
werewolf-like things, a minotaur. You will 
from time to time bump into a dying villager 
with various torture devices protruding from 
his or her orifices. 

You control Eestatica entirely with the key- 
board, with no pull-down menus, icons, or 
other interface issues to deal with. You can 
move forward and back, turn right and left, use 
the object in your right and left hand, and pick 
up something with each hand. You can sneak 
around, walk, or run at the press of a function 
key. The emphasis is decidedly on action, but 
you will have to piece together a solution to the 
problem of the town and figure out how to 
defeat the bad guys. 


Eye candy 

The background graphics and animation are 
fabulous, with rich, vibrant colors and, like 
AITD, full of weird angles (it must be a French 
thing — AITD was from France, and the 
Ecstatica artist, Alain Maindron, is French). 
Who needs SVGA graphics when you are able 
to produce art as good as this at VGA resolu- 
tions? The sound effects are also excellent, full 
of quality grunts, moans, screams and the occa- 
sional dialogue between some of the living 
humans and the mutants running around. The 
fluid animation that the ellipses allow is amaz- 


ing, and often times outright hilarious. 

There are some canned animations that take 
place if you do certain things in certain places. 
For example, if you pick up a certain book you 
sit down and read it, which is fine the first time. 
It gets annoying when it’s placed next to a 
weapon you want to pick up and you keep 
picking up the book by accident, with no exit 
from the animation. In that respect, AITD’s 
“Do you want to pick this up” pop-up screen 
was better. Some of the animations are bizarre, 
like when you’re walking down a path and 
your character stops, unzips his fly, and 
relieves himself on the wall (heard, but not 
seen). 

Ecstatica shares at least one flaw with 
AITD. The weird camera angles that make the 
game look very distinctive also wreak havoc on 
your ability to fight when you’re in a battle 
with one of the nasties. Often you will find 
yourself looking at the action at an angle that 
doesn’t allow you to tell if you’re even facing 
the monster. A free-floating camera would do 
wonders in situations like this, as you could 
place it optimally in such a way as to allow you 
to get the best view of the action. 


Violent times 
Those of you who are offended by violence 
and gore should stay away from this game, 
which does carry a warning that it may not be 
suitable for gamers younger than 17 years old. 
The violence shouldn’t bother most people 
because it’s actually one of the funniest games 
of the year, with an over-the-top Dead Alive or 
Evil Dead 2 style of gore. While I would nor- 
mally criticize a game as obviously derivative 
as this, I was nonetheless absolutely smitten by 
Ecstatica. It’s a fabulous game, vastly superior 
to both AITD games, and without a doubt one 
of the finest action/adventure games of 1994. 
Steve Bauman 


Designed by: Andrew Spencer and Alain 
Maindron 

Published by: Psygnosis 

Systems: IBM PC CD-ROM 
Requirements: 486sx/25 or higher, 4 MB 
RAM, 10 MB of hard disk space, mouse 
Graphics: 256 color VGA 

Sound Support: Soundblaster, AWE32, 
Gravis Ultrasound, General MIDI 

Copy Protection: None 





Ecstatica is a chopping good time for all deranged members of your family 
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FLIGHT &® WEAPONS CONTROL SYSTEM 


Take control of your elevators, ailerons, throttle, rudder, and flight and Ware) oLe]amee)anianr-larecmuvicam cals 
ce | unique two-handed joystick — the Phoenix Flight & Weapons Control System. 


ola Molin alms molehace]arma-lan elm elcovele-laalaal-ceUlsiaveR-Melr-]e)alve-]M[nic-lar-(e-mmel-cilelal-e (els 
simplicity. The Phoenix is compatible with all games and flight simulators that support a standard 
ae joystick and keyboard controls. No special support is required. 











Advanced 


Advanced Gravis Computer Technology Ltd 
1790 Midway Lane, Bellingham, WA 9822¢ 
For information call: 800-663-8558, 604-431-5020 or fax 604-431-5155 





WALKTHROUGH: PART TWO 
Unca says “Let’s all go fora walkthrough...” 
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What horror lurks in this quiet, unassuming little hamlet? 
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o, you want to find the Star Trail? Well, it doesn't exist, 
but there is this second part of a partial walkthrough. Last 
month Unca told you how to get the Salamander Stone 
from the Dwarven Pit in Finsterkoopen; this month Unca tells you 
where to take it to win the game. 





I’ve got the Salamander Stone, what now? 

The only thing you need do now is go to the final dungeon in 
Tjolmer. 

First go to Gashok and sell excess inventory. You will need extra 
weapons. The final dungeon is filled with magicians that love to cast 
Iron Rust. Remember that each city has a market day when shop- 
keepers set up their tents. If the tents aren’t set up, rest and wait. 

Between Gashok and Kvirasim is a road west. Just west of the 
mountains where Tiefhusen is there is a road north through the 
mountains to Norhus and then west to Tjolmer. Enter the city and go 
to Ingramosch’s house. It’s in the west section of town. The river 
that borders the town curves to the west at the grid line where the 
house is (E10). 

You will have an encounter. Read the document you get. 
Remember to put your characters with highest perception at the front 
of the party. The dungeon is only three levels, but there is an eastern 
and western map for each level. There are secret doors, teleports and 
a long hallway where your party will get fire blasted every other 
step. Be prepared to rest quite often. 


Level one 

Pull three branches near the entrance in the eastern level. Get the 
Flame key from the tree in the northwestern corner of the eastern 
level. Pull the hooks inside of the wall in the western level just west 
of the tree with the key. Split your party and send one person to 
push the gate back up into the ceiling, and return. Find Helen near 
the west wall in the southwest corner of the western level. Cast 
“Melt the Solid” to free Helen. She will join the party. Take the 
second Flame key from the fountain. There is a black statuette 
behind an illusionary wall on the west side of the southeastern sec- 
tion of the eastern level. There is another illusionary wall almost 
directly opposite that illusionary wall to the east. The stairs to level 
two are halfway up the east side of the eastern level . 


Level two 
North of the stairs, along the east wall in the northeast corner of 
the eastern level is shelving where you can find a Bronze key. You 
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may have to search several times to find it. In the western level there 
are many chests, non of them essential. In the eastern level are four 
pieces of amulet that you need to get through the secret door in the 
southeast corner. You will have to fight for each of the amulets and 
they are all located near the center of the eastern level. You need to 
get the amulets and open the secret door fairly quickly. The amulets 
don’t last long. Go south then west to find the stairs to level three. 


Level three 

Not far from the stairs to the west in the western level you will 
have an encounter. Get the cult document. There is a secret door 
leading to the rest of the eastern section not far from the stairs to the 
east. After you answer the riddle (Arkandor) in the southwest sec- 
tion of the western level, you can open a secret door to the south and 
get the Dragon Claw in the southwest corner. Then fight the Dragon 
and go up the stairs in the northeast corner of the eastern level to win 
the game. 

You can use any of the following numbers on the combination 
lock: 1325, 1725, 2325, and 2725. There are two secret doors in the 
western level, one along the north side of the southeast section. 
Another is in the south part of the northeastern section. There are 
four secret doors in the eastern level. One is along the west wall of 
the southeastern section. That secret door leads to another further 
west along the east wall of the western level. There is one more 
secret door along the west wall to the north. 

There are many side adventures in the game. Read Boots of Re 


for Unca’s tips and hints about them in following months. 
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"Versatility and engrossing 
‘gameplay combine to make 


CENTRAL INTELLIGENCE 





a thoroughly enjoyable and 





challenging epic.” 
ee ** - PC PLAVER 






NOCTROPOLIS 


Virtual tonsillectomy 








octropolis is a CD-ROM disk 
puzzle-adventure game about 
Peter Gray, a nebbish who reads 
comic-books and manages a book store. 
After he reads that his idol Darksheer has 
retired and left Noctropolis (sounds like 
Metropolis, right?), he magically gets the 
opportunity to enter the comic-book and 
replace Darksheer. 





You are Darksheer 

You, the gamer are that nebbish, of course, 
and as Darksheer you now get to meet all of 
your favorite characters including Darksheer’s 
beautiful and deadly lady companion Stiletto. 
You get to confront Flux, and the arch villain’s 
devilish minions in order to save Noctropolis. 

Darksheer and Stiletto are the superhero 
and superheroine of today: mutant neurotics 
suffering continual suicidal depressions, deep 
self-doubts and a series of failed relation- 
ships. Today’s supervillians are even more 
psychologically disturbed to the point of 
being not only paranoid psychotics but even 
demonic: Succubus is a nun possessed by a 
demon. Green Thumb died in a greenhouse 
chemical accident but was restored to life by 
mutant plants. Top Hat was a girl who knew 
a few parlor tricks, but snapped after a sexual 
assault. Drealmer learned his powerful psy- 
chic control locked in an asylum. Master 
Macabre was a Doctor forced to watch a gang 
torture rival gang members with his own sur- 
gical instruments. He snapped and joined in 
on the fun. 


It’s a comic-book 

A staff of talented artists who obviously 
love comics, effectively translate their love of 
the genre to the computer screen. They com- 
bine a variety of techniques, including video, 
animation, and pen and ink illustrations. The 
graphics are sophisticated and state of the art. 
The interactive movie sequences are entertain- 
ing. The actors visually approximate what 
they are drawn to look like. They are skilled 
and competent, if not always convincing. The 
actress playing Stiletto doesn’t quite pull off 
her difficult drunk scene, but she’s attractive 
and ultra-convincing throughout the rest of the 
game. 

Some of the screens are pages of Darksheer 
Comics without any word balloons. Click on 
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the illustrations to hear dialogue, sound effects 
and description. Everybody talks in this game, 
via the magic of digitized speech and there’s 
also an exciting musical sound track. The 
sound effects are bigger than life, of course, 
and include such typical comic book sounds 
like, “Thunk!” “Bam!” and the infamous 


No nudity 

The women may be clad in the revealing 
costumes typical of this sexist genre loved so 
much by adolescent males, but there are no 
major nude scenes in the game (at one point in 
the game a female character’s top is revealed 
in passing). I understand that some software 
dealers will not offer the game for sale because 
of its supposed controversial nature. Puh- 
lease! There’s suggestion and innuendo, but 
it’s all harmless. A girl pushes her slip straps 
off her shoulders, but the camera cuts to a head 


and shoulders closeup and reveals nothing. If 


you buy the game expecting to satisfy prurient 
interests, you'll be sadly disappointed. Many 
network TV programs are more violent, shock- 
ing, revealing, or profane. 


No I’m not an organ donor 


Summing up 

Noctropolis is an attractive and effective 
translation of a superhero comic-book to a 
multi-media computer. There’s enough glitz 
to please all but the most demanding of the 
high-tech freaks (there’s no virtual reality). 
The story is coherent and well-plotted; the puz- 
zles vary from being easy to challenging; the 
dialogue is crisp and the interface is always 
easy to operate, relying on a pop up triangle 
containing various movement and action icons. 

All in all, it’s quite satisfying to play one of 
the better CD adventures of the year. It is 
another push out of the envelope, enlarging our 
knowledge of programming techniques that 
can be used to make computer adventure gam- 
ing more realistic and exciting. 

The artists involved in creating this game 
are to be highly commended. Noctropolis was 
an ambitious undertaking and deserves our 
approbation and dollars. Noctropolis is espe- 
cially recommended to gamers who fantasize 
about becoming superheroes.U 


Andy Backer 


Designed by: The Noctropolis Development 
Team 

Published by: Electronic Arts 

Systems: IBM PC, Tandy and 100% com- 
patibles 

Sound: Sound Blaster/compatibles, General 
MIDI 
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The Ultimate Flight Experience 


Introducing the total Flight Simulator adventures from BAO 


BAO Publishing, developers of Microsoft® Flight Simulator™ presents the 





ultimate flight simulation experience with BAO’s Europe 1, Las Vegas Scenery, 
Flight Simulator Flight Shop and Tower, the most realistic ATC simulation available. 


Feel the tension mount (and the sweat start) as you direct heavy traffic from the tower at Chicago’s 
O'Hare airport; take a chance and play the odds in Vegas as you complete a fly-by of the casinos and 


surrounding desert; proudly step back and admire your latest plane design with custom colors and graphics 
all ready for her maiden customized flight adventure or fly the Alps and discover Europe from the air. 
All this and more is possible with BAO. File your flight plan today and start your adventure. 


"A sure bet for 
computer pilots 
who demand 
realistic scenery“ 
—Greg Harris, 
Editor of 
Full Throttle 












Challenge your skills with a fly-by of Hoover 
Dam and other famous Las Vegas landmarks. 





Las Vegas Scenery offers you startling, realistic, 
3D-level detail of Las Vegas and the surrounding 
desert. The scenery combines actual satellite 
images with special aerial and ground-base 
photography to faithfully recreate more than 4,000 square miles of the 
Nevada landscape. Tour scenic Lake Mead, the famous Vegas “Strip” or 
catch a stunning view of Hoover Dam, one of the man-made wonders of 
the world. You set the itinerary. 
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Preto Reatsic Scenery of Las 
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An easy-to-use (windows-based) aircraft 
factory lets you design your own plane. 
Oe 
Flight Simulator Flight Shop puts the tools in 
your hands. You build, customize and paint 
your own planes and a flight dynamics editor 
allows you to specify the flying characteristics. 
Share your designs with other flight enthusiasts through BBS’s such as 
CompuServe®. Create your own flight plan and send it to the built-in 
Flight Service Station (FSS) and then hop in your flight simulator 
airplane for an ATC controlled flight. 
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Europe | includes over 100 airports with 
taxiways, moving objects, unique buildings 
and approach lights. 
SN 
Europe I lets you explore from the air the scenic 
countries of Germany, Austria, Switzerland and 
the Netherlands. You'll discover beautiful cities 
like Berlin, Munich, Vienna, Geneva and Amsterdam. All major roads, 
waterways, lakes, cities, the Alps and landmarks are realistically recreated 
including all IFR/VFR airports. Experience Europe from your own cockpit. 






Restet Scenery of Nerther Lowe and Sernentryg Ate 









"Best of Show“ 
at C.E.S. 
—Awarded by 
Game Bytes 
Magazine [ee 






You'll calmly choreograph the movement of 
incoming and outgoing air traffic high 
above Chicago’s O’Hare airport. 
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Tower Cab Simuistion that Puts You in the Controfer’s Chair 


With Tower the responsibility is all yours! As 
a tower controller, thousands of passengers 
will rely on your ability to make split-second 
decisions. You'll handle realistic aircraft takeoffs, landings and ground 
movements through a 360 degree panable window view. Based on FAA 
and Transport Canada’s professional training simulation software, 
Tower puts you in the middle of all the action. 





See your local retailer or call: 


(217) 356-0188 


for more information 


©1994 Bruce Artwick Organization, Ltd. Microsoft is a registered trademark of Microsoft Corporation. Flight Simulator is a trademark of Bruce Artwick. Europe I was designed for BAO by Alting Software under 
license, and produced by the Bruce Artwick Organization, Ltd. Tower is a trademark of Aviation Simulations, Inc., a joint venture of Wesson International, Inc. and Bruce Artwick Organization, Ltd. 
CompuServe is a registered trademark of CompuServe, Inc. BAO is a trademark of Bruce Artwick Organization, Ltd. All rights reserved. Printed in the U.S.A. 





MALCOLWM’S REVENG 





Unca says, “Let’s go for another walkthrough...” 









HINTS & TI 


o, you're stumped, eh? Read on, but remember, this walk- 
ot through describes only one way to solve a puzzle. There are 
several alternative solutions in this game. 
To get to Isle of Cats... 

Use shoe from dump and two jerkins from bathhouse to manufacture 
three leather balls in toy factory. To get in toy factory pick the lock with 
nail. To operate toy machine, click on book to check which blueprint is 
available (horse, soldier or ball). Manipulate levers on machine to 
change blueprints. Put in wood for soldier and horse, leather for balls. 
Press button on pole to operate machine. Get nut on string from 
Malcolm’s room. Go to dairy and get sesame seeds. Go to junk yard, 
entice squirrel closer by putting seeds on fence. Use nut on string to 
hypnotize squirrel. Put squirrel on head. Turn mood meter to Lie. Use 
nut on string combined with bent nail in penny box to enter bathhouse. 
Turn up thermostat and steal jerkins. Take balls to dock and juggle them 
for job with circus. 





To get magic for the pirate captain... 

Turn mood meter to nice and tell cart driver to take you to Dogfort. 
Depending on how you got on island you may first land at pirates cove 
or Altar of Cats. Get machete. Use it in jungle to cut down plants; kill 
snakes and collect bones. Pick off fleas, or jump in jungle pool. Give 
standing dog in Dogfort bone and he buries it, sometimes digging up 
gem. Leave gems lie until he digs up all six. Take cart to Altar. At 
Altar go right to Fluffy. Set your mood meter to lie. Talk to Fluffy, get 
leather mouse. Cut down plants to nght and go right. Take mouse to 
Colossus to left of Altar. You find six balls, three to left, three to right. 
Go to last ball on right and click leather mouse on it. Six statues appear. 
Place six gems from right to left in this order: Ruby, Sapphire, Emerald, 
Amethyst, Topaz, Diamond. Take crystal mouse to pirates cove (go 
back to Fluffy and keep going north until you get there). Click crystal 
mouse on pirate in lower left hand corner. 


To get down the waterfall & out of limbo... 

Buy float toy and umbrella. Jump in barrel on left. Put on float toy. 
Use air pump on flower. Jump on flower to cross to cave. After cave, 
click on waterfall, float down. Take off float toy. Click umbrella on 
hook. Click umbrella on Malcolm and then in lower left hand corner. 
Go in last cave. 

Let Queen win Tic Tac Toe. Lie to Queen. Lie to bat fish. Take 
coins. Whenever Queen pulls you back, give merman coin. Give devil 
fish five coins to visit underworld. Talk to clerk about seance. Back in 
limbo ride slide near cannon. Get newspaper (may have to repeat sever- 
al times). Need newspaper and coin, talk to Queen on nice, need seven 
merman on screen to click coin and newspaper together on ground. 
Give devil fish ten coins to go back to Underworld. Talk to old man on 
nice until he gives you cuts. Talk to clerk. 


To finish game being good or neutral... 

Get nail, talk to pirates, get thrown in jail. Pick locks, use fertilized 
seeds to escape. Talk to pirates again, leave after gems are mentioned. 
Make toy horse, go into town hall, talk to Zanthia, put horse in potion, 
dip flask and get Pegasus potion. Go to Pegasus platform, drink potion. 
On Isle of Cats, get cheese maker from Fluffy, go to colossus, click 
cheese maker on Malcolm, feed mouse with cheese. Get gems, return to 
Fluffy, get tuna can and sniff. Back at Kyrandia, go to castle and give 
pirates one gem, give Jean Claude fish collar. Go to bath house and 
trade with Herman until you have crutch and at least three batches of 
sesame seeds. Fertilize two batches. Water them. Take sprouts to 
dairy. Put sprouts in cabinet. Punch hole in machine. Get flask of milk. 
Go to Malcolm’s room. Get portrait under bed. Go to cellar. Get fish. 
Go to fish cream parlor. Fix machine with crutch. Put in seed, milk and 
fish. Take fish sandwich to town hall. Click portrait on cabinet. Give 
sandwich to statue. Back at the parlor, click the portrait on the cabinet 
again.U) 
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So much for wilderness preservation 





Naah, let’s land at the next one... 





Yeah, but how do I get down?! 
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School’s out! 
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FORGET READING 


“Impressive, a must have for oe 







computer gamers” 


Steve Wartofsky, Editor 
Strategy Plus Magazine 
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Interactive TV for your CD ROM 


12 episodes $59.95 1 episode $9.95 
800 283 3542 or 802 767 4622 


Source 90011 
Visa & Mastercard accepted. Make checks payable to: Interactive Entertainment PO Box 21 Hancock VT 05748. Fax: 802 767 3382 
© 1994 Interactive Publishing, Inc. 
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ALIEN LOGIC 


n Alien Logic (AL), Ceridus Software 
and SS/ present us with a rich and 
rewarding world to explore. AL is a one 
character RPG, although it doesn’t fit neatly 
into that category. In some ways it plays like 
an adventure game, in others, an action game. 
The player character (PC) doesn’t have attrib- 





utes per se — there is no rolling of a character 


- but he does improve his skills and abili- 
ties. 

The game takes place on Jorune, a planet 
which is home to a plethora of intelligent 
races. The main character’s village has been 
taken captive, and he means to set them free. 
Jorune’s most unusual feature is /sho, an 
energy which can be manipulated by certain 
races, including that of the PC. Isho can be 
woven into dyshas (spells) to be used in com- 


An example of the attractive graphics 








A battle is imminent 
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bat, as well as being used in several other 
ways. 

Gameplay is broken into various modes. 
Tracker mode is used for walking from one 
place to another. Walking over a point of 
interest takes the character to a zoomed-in 
map, and from there to Side-view mode, 
which shows the PC and other creatures close 
up and in profile. Clicking the left mouse 
button will cause the character to walk to the 
mouse cursor or use something, while right 
clicking on an item looks at it. 

Hitting the spacebar while in Side-view 
mode puts the game into Combat mode, 
which might be too arcade-like for some 
players. There are several “slots” into which 
the player places a selection of dyshas, and 
from there each is fired in turn. Combat is in 
real time and consists primarily of right click- 
ing on a target in order to fire a dysha at it, or 
left clicking to shuffle back and forth. Once 
fired, a dysha must recharge with Isho. Each 
dysha has a different effect, such as physical 
damage, holding the target, or putting the tar- 
get to sleep. 

All combat is strictly through firing dyshas. 
There are no weapons or physical attacks. 

Much of the game consists of exploring 
ancient ruins in side-view mode. Here the PC 
wanders up and down elevators, over gaping 
chasms and through rooms guarded by ene- 
mies. Again, there are some arcade aspects to 
the game, as blocks of stone “float” in cur- 
rents of Isho, and the character must hop from 
one to the other. These ruins hold much 
potential wealth and knowledge, which the 
character will need to complete his or her 
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One of the odd creatures you'll meet 





quest. 

AL is aptly named. There is so much 
strange about this game that Jorune really 
feels like the alien world it is. Take Recos, 
for instance. Recos, which aid the PC, are 
organic robots created by placing a cork (a 
genetic seed) in an incupod (a plant-like 
organism that grows in the wild). Corks can 
be purchased premade and ready for a pod, or 
an attempt can be made to cut’ raw cork 
material. This Cork Cutting mode is almost a 
mini-game in itself, as the player learns to 
wield a laser scalpel in order to form raw 
corks into something that will produce a 
Reco. 

Isho? Recos? Dyshas? What we have 
here is a complex and full gaming world laid 
out in beautiful SVGA graphics. There are 
some flies in the ointment, however. I could- 
n't get the game to run under QEMM version 
7.01, and my early-rev PAS-16 sound card 
wouldn’t play sound effects. I called SS/ in 
regards to these problems, and was told that 
the game ran well with later versions of 
QEMM (and in fact, I had an earlier copy of 
QEMM, 6.01, and AL worked with that) and 
more recent models of PAS-16 cards. 

A few minor bugs were evident in the 
game as well. Random pixels flickered on 
and off in Side-view mode, giving the screen 
a snowy feel at times. The text display often 
overwrote itself when reporting found good- 
ies, which meant checking inventory to see 
what was just found. 

My contact at S‘S/ assured me that the game 
was very stable on their test machines. He 
suggested that mine was an isolated incident, 
with most or all of my problems relating to 
my sound card. My advice to you is to buy 
from a dealer with a good return policy just in 
case, especially if you are a PAS-16 owner. 

Once I got past getting the game to run, | 
was left with a playable and enchanting 
game.U 


Peter Smith 


Designed by: Ceridus Software 
Published by: SSI 

Systems: MS-DOS 

Media: CD only 

Graphics: SVGA 

Players: One 

Copy Protection: None 
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These snakes don’t look very friendly 


Ravager, eh? Read on to discover how to get the Fire 
Ruby, Lyre and finish the game. 





Getting the Fire Ruby... 

Ringing Mountains: Step through portal/tapestry in secret 
Archives area at Veiled Alliance Headquarters. Activate tapestry 
with coal from brazier. Go S and kill Draxons. Go further S and kill 
more Draxons and Fire Elementals. Talk to Verini. Eliminate 
Draxon camp to W and talk to Verini again. Verini Temple of 
Order: Watch meeting. After meeting, get permission to investigate 
from Nortemus (in gray) E of meeting area. S and W of meeting 
area is fire ring to rest. Go to N wing. Find Sorval’s room in center 
area, read book. Go to S wing, and search statues. Statue of Beast 
opens, revealing scroll. Read and take scroll to Nortemus in meeting 
area. He calls meeting. After meeting go to Prosser’s room in S 
Wing, get book. Go to library, find Sorval’s journal. Get key in 
book. Go to N wing and and ask Elovan about key. Go S to tombs. 
Inspect Sorval’s tomb, and leave. Messenger reports tomb robber 
caught. Talk to Rhone and get permission to talk to robber. Go to 
jail in N wing and talk to Silvan. Talk to Ulbin. Talk to Silvan again 
and get him to allow you in cell with Ulbin. Ulbin tells where 
Amulet is. Go to fire ring area and search N wall near bed for loose 
stone. Agree to get Fire Ruby when you have a chance. Volcano 
Core: This sequence is on a timer. Play it on “Easy,” to give you 
extra time (if more time is needed do not rescue the children ). Go 
south, then E when path splits. Kill the Draxons, continue E then N. 
Pushing the pillar rescues the children. Go to large stone bridge W 
of Galinix. Use grappling hook to cross (use it on nearest rock). Go 
W to stepping stones (see map). Center of stone pops up other 


| 
i 


§ 


Killing is such a solitary activity 
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o, you've been ravaged by the puzzles in the second half of 





WAKE OF THE RAVAGER: 


Andy Backer finds his way out of the desert sands of Dark Sun 


stones. Walk on edges once stones have been popped. Head south, 
cross to land mass. Follow winding path. Cross two stepping stones 
across lava. Jump across stones blocking your way to Draxan 
Templar with ruby. He throws it. Kill all and grab ruby. Go back 
and use ruby on seal. Then use it on Tapestry to return to VA HQ. 


Getting the Lyre... 

Cloud region: Use feathered fan on hanging, repaired tapestry. 
Go N to building with resting circle. Talk to Kyril, agree to help. 
Get canvas and large pole from houses nearby. On E side of village 
enter cave to N. Go E. Get rudder. Re-enter cave. Take north exit 
in cave. Repair boat with mast, sail and rudder. Sail. Go talk to 
Keign and kill him and his Beasthead Giants. Enter NW tunnel. 
Aerie: Do not help Giantess in hut. Go N. Haste party and kill 
Drakes on path. Pedestal in NW corner of island transports to 
plateau with small pedestal to east. Step on it to activate passage 
through mountains. Return to large pedestal to transport back. Go 
south through mountains. Kill the Drakes. Pull branches out of nest. 
Get Lyre. Use tunnel to W of nest to return to village. Speak with 
Kiril. Return to VA HQ same place you arrived. 


Final confrontation... 

Lord Warrior’s Tomb: In Tyr use all artifacts on door behind 
tapestry center of town and N. Find Kovar, convince him to join 
you. Get key to Iron Door from Jumah on level below. Use portal in 
SW corner to get down. N of Jumah is niche. Enter and descend to 
lower level. Search alcove to W. Get lightning rod. Return to top 
level. Open Iron Door. Make a large hole in north wall to west of 
main doors. Climb down, kill drakes, rest. Return to room above. 
Use lightning rod to open main doors. Go W and read book and 
scroll. Take Magic staff from sarcophagus. Use staff to make runes 
of elements along east wall. Place runes on archway. Temple of the 
Cosmos: Retrieve Aravinda’s scepter by slaying guards at any gate. 
You will then come upon a group of Skeleton Warriors. Kill them 
and take the Cosmic Scepter. Use it on any gate to open it. Save 
your game. Inside you’ll meet the Lord Warrior and Tarrasque. Kill 
them both, place the artifacts in the guardians.) 
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“I can’t shake him!” Cries your wing r 
as the MiG matches his every move. 












Fearlessly, you push the ThrustMaster. F-16 TQS. 
throttle forward and your Falcon roars to the 
rescue. 


F-16 FLCS.. 






The force of acceleration slams you into the 
ejection seat as you tear through the sky. Your 
skilled fingers dance over the fully programmable 
switches as your thumb works the TQS: trackball. 













Your other hand tightens around the ThrustMaster. F-16 
FLCS» stick as you maneuver behind your enemy. 


Suddenly, the MiG falls into the funnel of your HUD. 
Squeezing the trigger, a lethal hail of cannon fire rips 
through his ship - sending him down in flames. 


Unlimited Programmability 
Unparalleled Performance 
Uncompromising Reality 
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eath Gate is not just computer 
entertainment; it may be the best 
fantasy adventure game you'll play 


this year. Legend Entertainment Company has 
become the Hallmark of computer adventure 
game publishing. Their motto should be, 
“When you care enough to play the very 
best.:.° 

Superhero League of Hoboken, their hilar- 
ious computer role playing game is the must- 
play CRPG of the year. DG is their must-play 
adventure game. 


Brilliant writers 

Legend’s stories always sparkle with wit, 
imagination and intelligence. Their games are 
plotted to move along quickly, have a sense of 
humor, include plenty of logical puzzles, and 
reach suspenseful, spectacular climaxes. DG 
is no exception. 

DG also has the most story integrated puz- 
zles I’ve ever found in an adventure game. 
The puzzles do not stand apart from the story 
as they usually do in other puzzle adventures. 
They’re based on one character’s needs con- 


The Tower of the Brotherhood looms over a plaza flanked 
by a tavern and an alley. 
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Dagnabit, where’s my contact lens?! 
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flicting with another’s. The solutions therefore 
further develop the story, not just interrupt it. 


Use a little psychology 

They depend on not only the gamer’s mem- 
ory (clues to puzzle solutions often are includ- 
ed in books and parchments the gamer finds 
throughout the game), but on how well the 
gamer knows a character’s behavior patterns. 
The gamer’s alter ego in the game must manip- 
ulate many different personalities throughout 
the game, and each has different motivations. 
The usual character motivations don’t work in 
this game. You can’t just manipulate charac- 
ters because they’re stupid and greedy. 
They’re much more complex in DG. You 
have to know their history, understand their 
complexity and play upon their hopes and 
fears. 


Adapted from the series 

Death Gate is a brilliant adaptation of the 
fantasy series by Weiss and Hickman. Fans of 
the septology now have the opportunity of re- 
exploring the worlds of Nexus, Arianus, Pryan, 
Abarrach and Chelestra, all in the comfort of 
their homes and this time in SVGA computera- 
ma! 

The game does not supplant the novels, but 
complements them. The story is similar yet 
different. Weiss and Hickman wrote twenty- 
eight hundred pages for the series’ seven nov- 
els. Glenn Dahlgren, the game’s writer, 
designer and producer has adapted, edited and 
condensed all of those pages into a puzzle 
adventure that fits on a single CD-ROM disk. 

As the game begins, Lord Xar calls you into 
his office and gives you a mission. You are to 
take a flying ship through Death Gate to 
Arianus. You must find the air seal. Xar 
already has the Nexus seal but he needs the 
stone, fire, water and air seals to restore the 
sundered worlds. You return to Xar only to 
deliver recovered seals and report on your 


progress. 


The story behind the story 

Weiss and Hickman build worlds and pop- 
ulate them with societies that have some of 
the same social ills we do. The story of the 
Dwarves of Drevlin is partially about class 
exploitation and ensuing revolution. The 
peoples of Pryan learn to overcome racial 
prejudice in a story about a destructive 
Capulet-Montague like feud complete with an 
elvan Romeo and human Juliet. The people 
of Abarrach may use magic rather than sci- 
ence to overcome death, but their story 
reveals all the pathos of what happens to peo- 
ples who are brought back to life after death. 
The actress playing the undead Nanny gives 
an especially moving vocal performance. 


To be sympathetic 
or not to be 

The Cain-Abel relationship of the Sartans 
and Patryns drives the main plot, and is partic- 
ularly unrelenting and harsh in the series. But 
in the game, we sympathize and even identify 
with Haplo because he sometimes hesitates 
carrying out some of his Sartan-hating Lord’s 
harsher orders. 

Haplo never questions his Lord in the nov- 
els, but is supremely loyal, much as a Goering 
was to Hitler. Haplo is somewhat more sym- 
pathetic in the game, particularly since we play 
and see the game through his eyes. 


If you hate to read 

If you hate to read and prefer exploring in a 
DOOM-like environment, this game isn’t for 
you. Much of the story is told through conver- 
sation between your alter-ego, Haplo, and the 
various characters in the game, but still you 
need to pick up and read many books and 
parchments found in the game. There’s a con- 
siderable amount of text to plow through. 


If you’re a Weiss 
and Hickman fan 

Don’t hesitate to add this game to your 
collection. Who are Margaret Weiss and 
Tracy Hickman? They’re the New York 
Times best selling authors of the 
Dragonlance series, The Darksword 
Trilogy, and the Rose of the Prophet series. 
They are among the best-selling fantasy 
authors of all time. There are over ten mil- 
lion copies of their books in print. 


In conclusion 

If you have played other Legend games and 
liked them, run, don’t walk to your local soft- 
ware shop and buy this game. If you just like 
to read superior fantasy, buy this game. If you 
like puzzle adventure games, buy it. 


It’s not just a Hallmark, it’s a Legend!) 
Andy Backer 
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here are some people who take their 
dreams very seriously, and if you 
know someone like that you will want 
to steer them clear of Dreamweb, a graphic 
adventure from Empire Interactive, which pre- 
sents an intriguing premise about what happens 
when we shut our eyes and go behind the wall 
of sleep. 

According to the game, all people in the 
world enter the Dreamweb when they dream. 
The web is controlled by seven different people 
whose personality characteristics fuel the web. 
When one of these people die, another becomes 
the node holder. As is usual in games like this, 
evil people have managed to control all nodes 
of the web (sorta like the Republicans control- 
ling the house and senate) and the keepers of 
the web have entered your dreams to tell you 
who to murder to end the evil reign. Of course 
you think you’re going mad, and your bouts 
with madness are spelled out in a diary that is 
included with the game. The diary also con- 
tains a number of clues for the game. 

The game world is set in an all too familiar 
futuristic metropolis, with constant drizzle, pol- 
lution, and crime (um, too many people have 
seen Blade Runner). The graphics are bleak 
and colorless, which I suppose was the intent, 
but it makes the game rather dreary to look at. 
Oddly enough, the main game screen is com- 








rom ReadySoft comes another 
sequel: Ishar 3 - The Seven Gates 
of Infinity (13), a first-person Eye 
of the Beholder-style RPG, an imported title 
from France, the land of a thousand Jerry 
Lewis film festivals. You couldn’t get 
enough of Ishar 1, and Ishar 2 left so many 
questions unanswered (erm, no, we haven’t 
heard of Ishar 1 or 2 either, but we have 
heard of /shtar, but sadly this is not the third 
installment of that “classic” film). 

The plot is a typical good vs. evil type of 
thing. Shandar the evil wizard has come 
back (from I1 and 12, presumably) and has 
decided to bring a bit more chaos and evil to 
Ishar. He’s taken the form of a black dragon, 
which means that yes, you'll have yet anoth- 
er “kill the ultimate personification of evil” 
ending to deal with. You will travel across 
the ages through time doors, and you only 
have a certain amount of time to complete 
your quest. The location of the doors 
becomes clear when you’ve completed the 
usual side-quests for the local inhabitants. 





Party On 

You will need a party to get you through 
this, and one of the interesting aspects of the 
game is that there is a certain amount of 
party democracy built into the game. You 
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DREAMWES 


prised of a birds-eye view of your character and 
the room around you, which isn’t the best way 
to represent a dramatic adventure as it removes 
any sort of tension from “what’s behind that 
corner.” The room graphics only take up maybe 
40 percent of the entire screen (and often times 
even less), so they have included a magnifying 
glass that allows you to see what the small 
blobs actually are. 

It’s that magnifying glass that points out the 


Time to replace the carpet 


can expel party members (or assassinate 
them) at will, but if the other party members 
wish to keep that member, dissension is 
aroused and it can have a negative affect on 
the parties stats. You can roll your own 
party, choosing class, race, stats, and a por- 
trait, or recruit party members in the towns. 


The games of the French developer 


Silmarils, do not seem to translate well on 
this side of the pond. Some have had intrigu- 
ing premises (Arctic Baron and Robinson’s 
Requiem) that have been hampered by 
tedious and repetitive gameplay. [3 is no 
exception. The city questing and wandering 
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main flaw of Dreamweb. You spend most of 
the game looking at blobs to find out what they 
are, juggling items in your limited inventory, 
and exercising your mouse-clicking finger and 
little time doing anything useful, like saving the 
world. You tend to be led around by the less 
than subtle clues rather than having to do any 
actual investigating or puzzle solving. It’s 
unfortunate that Dreamweb becomes so 
tedious, because there’s a really good story 
buried in the game, one which I'd like to see 
put to use in a better adventure game.U 

Steve Bauman 


Designed by: Creative Reality 
Published by: Empire Interactive 
Systems: IBM PC, Amiga 








through the identical streets of the town starts 
to get boring, and the graphics run the gamut 
from OK to mediocre to “what is that blob?” 
13 looks more like an RPG that could have 
been released years ago and been cutting 
edge, but today it’s just another RPG with 
nothing that really separates it from the mid- 
dle of the pack. 

Steve Bauman 


Designed by: Silmarils 
Published by: ReadySoft 
Systems: IBM PC 
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OK, which of us climbs into the barrel? 
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KING’S QUEST VII: 





beautiful young woman stands alone 
on a mountain and sings a lament 
about how she is supposed to be mar- 


ried but wants adventure. Her mother explains 
that she’s reached the age that she should be 
settling down and wants to arrange a marriage 
to some Prince somewhere. The young woman 
sees a magic portal open in a pool of water near 
her and sees the fantastic world that lies in it. 
She plunges in the pool, and the mother, seeing 
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beautiful background artwork : 
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that her daughter has jumped in, follows suit. 
Just as they are about to be reunited in the pool, 
a monstrous arm reaches out and snatches the 
young woman from the clutches of her mother. 

Sound familiar? It could be a new Disney 
movie in the style of The Little Mermaid or 
Beauty and the Beast, but instead it’s the open- 
ing cartoon in Sierra’s King’s Quest VII : The 
Princeless Bride (KQ7). It features all of the 
requisite Disneyesque characters, including the 
feisty heroine (Princess Rosella), the concerned 
mother (Queen Valanice), and the evil 
enchantress. You will control both Rosella and 
Valanice as you try and get them back to each 
other and their own world. Of course it won’t 
be easy. They will meet talking stags, trolls, 
crystal dragons, and many other creatures who 
will either help or hinder their progress. The 
big problem, though, is that the evil enchantress 
has decided to destroy this magical realm, and 
Rosella will just have to take some time out and 
try and defeat her and save the world. All ina 
days work for this dazzler from Daventry. 


Click away 

The interface for KQ7 has been simplified 
even further from the all-icon interface that 
Sierra adopted a few years ago. The cursor is a 
wand and placing it over an object causes the 
wand to highlight, meaning you can click on 
the object and have it do something. There is 
still an inventory, and you can look at objects 
and combine them to form new ones. All in all 
the interface is much simpler but it makes the 
puzzles easier, because all you have to do now 
is click on an object and whatever is needed to 
do to it is done - there’s no “should I take it, 
look at it, or move it?” 

Do not expect to finish KQ7 that quickly. 
This is not due to it being a particularly difficult 
game but because it moves at a rather leisurely 
pace. There are a number of dialogue scenes 
and animations that the player sits and watches, 
and since they are all pulled off of the CD- 
ROM, expect some delays. Some users will 
also have speed problems due to the game run- 
ning in Windows™, which was not a problem 
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with the test machine. In the game’s favor, it 
uses all of the best speed-up tricks that 
Windows programs can use, such as WinG 
(which is responsible for the extremely smooth 
scrolling) and Win32s (32-bit Windows). This 
should also make the game compatible with 


Windows ‘95 and NT 3.5. As for bugs, the 
patch disk that shipped with the game was 
rather ominous, and I’ve seen a number of 
reports of problems with installation, but I had 
no problems either installing or running the 
game. 

The King’s Quest series of games are the 
best-selling computer game series of all time, 
and this latest installment will no doubt sell 
quite a few more copies and for good reason: it 
is an enchanting adventure that sets new stan- 
dards for adventure game graphics and anima- 
tion. The voice acting is superb, the story is 
perfect for families and gamers of all ages, and 
it’s challenging enough for all but the most 
expert adventurers. If the LucasArts games are 
like manic Chuck Jones cartoons than this is a 
classic Disney movie brought to life.Q 

Steve Bauman 





Designed by: Lorelei Shannon and Roberta 
Williams = 
Distributed by: Sierra On-Line 
Systems: IBM PC CD-ROM 
Requirements: Windows 3.1, 486 and 
above, 4 MB RAM 
_ Sound Support: Any Windows compatible — 











sound card 
Copy Protection: None 






Note the skewed angles and solid colors-this is not your typical Sierra art 
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his month a look at some more hardware (in this case the CH 
Products Pro Pedals), comments on MicroProse’s F-14 
Defender Gold CD, and a few comments on the joys of heli- 
coptering. 

First, the pedals. For a long time now, Thrustmaster has pretty 
much reigned supreme with their Rudder Control System in this 
hardware category; the RCS is a rugged (metal), functional, hand- 
some unit that holds on nicely to the floor and provides exactly the 
kind of hardware most flight sim folks need. The pedals are linked to 
each other mechanically, and basically swivel around a center point at 
the base, with sprung action to provide a rough simulation of the feed- 
back that real flight pedals would provide. 

CH Products’ unit also looks like a solid, functional unit, con- 





CH Pro Pedals 
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structed out of a combination of plastic and metal, with a bunch of 
good rubber feet to keep the pedals from sliding on a hardwood or 
vinyl floor (not so effective on carpeting). Like the RCS, the Pro 
Pedals swivel against a tension spring around a centerpoint, but 
unlike the former unit, they have a switch on the base which enables 
either “car” or “airplane” modes. You see, the pedals can be used like 
a car’s gas and brake pedals (i.e. pressed down to the floor) as well as 
like an airplane’s rudder pedals (pushed forward and backward). This 
makes the Pro Pedals a much more versatile system, for those who’d 
like both kinds of pedals for both flight and driving sims. 

Those really into driving/auto racing sims might already have the 
Thrustmaster T1 unit, which provides both a steering wheel and ped- 
als unit, so for them the Pro Pedals might prove redundant. 
Otherwise, these are now the pedals of choice for those who want the 
maximum in flexibility for their footware. 

Why would anyone want pedals for PC flight or driving simula- 
tion? Most obviously, of course, using pedals with realistic throttle 
and flight control provides the best combination for doing preliminary 
training in preparation for the real thing. No-one’s going to get a feel 
for what real flying is like by hitting the numeric keypad’s <2> and 
<8> keys really fast, and even with a pair of good joysticks, full real- 
istic control isn’t represented until a pedal unit’s attached to the PC. 

Attaching either company’s pedals to a PC is quite simple. 
Basically, if you use just one game port on the back of a gamecard 
(recommended), you plug the pedals into the port and then the main 
joystick into the provided connector on the pedal’s cable. The second 
joystick in such setups is usually then a throttle unit, and is probably a 
WCS Mk II these days, which makes use of the keyboard mini-DIN 
connector to provide digital throttle control. 

Things get trickier if you’re using two separate game ports on the 
back of a gamecard. In this case, neither company’s pedal unit works 
with such a setup ifthe channels for Joystick B are disabled on port 
A. Mast gamecards provide all the pins for both the A and B joy- 
sticks on the first of the two gameports, if they have two; only pins 
for the B joystick are provided on the second port. Obviously, if a B 
joystick is hooked up to port two, the B pins on port one have to be 
disabled (usually by a jumper on the gamecard). If that’s done, nei- 
ther pedal unit when plugged into the first gameport will receive any 
signals for the B joystick, which they need in order to be recognized. 

Thrustmaster’s RCS will work when plugged into the second 


Strategy Plus 


gameport if the B joystick pins are disabled on the first gameport; but 
it'll then disable the y-axis and make using a second joystick for ana- 
log throttle control on that port impossible. The Pro Pedals, mean- 
while, will not work at all on a second game port, so your only option 
there is to connect everything through the first gameport using some- 
thing like a WCS Mk II and FCS or FLCS setup along with them. 
Configured that way, they work just fine. 

It’s all still too complicated, eh? On to other matters... 

Speaking of complicated, F-14 Defender is an extremely popular 
simulation among air combat fanatics, but apparently from what 
we've heard less so with the general public. It seems that, having 
gone all out to provide an in-depth front-seat/back-seat weapons and 
radar control system that’s probably further along than anything else 
is going to get anytime soon in doing sophisticated radar-management 
simulation, MicroProse bit off more than the average audience 
seemed willing to chew. Another factor in the floppy release of F- 
14FD is that the manuals ended up being quite a bit slimmer than is 
usual for such a sophisticated simulation. No telling whether that 
proved a word-of-mouth turn-off or not, but for at least one part of the 
audience for these things, it’s likely it did. 

MPS has apparently taken such issues into account and re-released 
F-14FD, essentially, in the CD-ROM version. This version provides 
not only some improvements to the original design’s flight modeling, 
and an excellent, exciting addition in the form of a Mission Builder 
(along with a whole new theatre for campaign operations), but per- 
haps most significantly for the general audience, lots of multimedia- 
style instructional information on the CD separately from the actual 
simulation. Included are some interesting audio and video segments 
representing various aspects of the real-world operations of an F-14 
off'a US Navy carrier, as well as detailed walk-throughs of all the 





detailed issues of performance that a simulation can possibly throw at 
a player. Shooting at things is only fun for an air combat aficionado 
if it means working with real-world physics, ballistics, weapons para- 
meters, and so on. Otherwise it’s just an arcade game, and there are 
more than enough first-person perspective arcade games out there 
right now. 

Sermon off. If all goes well, we’ll be swimming in chopper sims 
by the end of next year, and each will show off some particular capa- 
bility specific to a genre that remains largely unexplored in the area of 
real simulation. That would be extraordinarily cool.Q 








Range: 6k 
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all armored threats. 


various systems available on-board the simulation itself. 

While not necessarily an absolute “first” for flight sims, F-14FD 
Gold points the way towards where flight and air combat simulation 
is likely to go now that it’s moved onto the CD medium. Extra stor- 


age space will be used not only for increased graphics detail, but for 
more and more inclusion of the kinds of technical information both 
necessary and interesting for anyone wanting to dig into one of these 
things. Question is (and it’s a question perplexing even the most cut- 
ting-edge design groups out there), how to increase information den- 
sity without overwhelming newcomers? That’s a tricky one. It seems 
almost paradoxical; to get more people interested and involved with 
what is probably one of the more technically advanced areas of com- 
puter entertainment, more information has to be provided; but on the 
other hand, the reason why many people stay away from flight and air 
combat simulation is that the genre looks too complicated to begin 
with! We'll see how a number of companies attempt to address this 
problem over the coming year. 

It’s going to be an issue even more involved for 1995, which looks 
like it’s going to be the Year of the Chopper Sim. So far /nteractive 
Magic, Domark, and Virgin have made public that they’re working on 
helicopter simulations, and at least two (maybe three) other compa- 
nies have suggested they have projects in the works as well. 

Helicopter simulating is tough — no-one’s really done a truly real- 
istic design yet. The original Gunship, Gunship 2000 and 
Comanche: Maximum Overkill each had their strengths — in air 
combat and electronic warfare environment modeling, in terrain mod- 
eling, even in flight modeling (strangely enough, the original 
Gunship — designed to run on among other things a Commodore 64 
— remains the best in the flight modeling arena) — but none really 
achieved the level of realism in flight modeling that has become stan- 
dard in the area of air combat simulation. Even some of the more ele- 
mentary air combat simulations are more believable as airplanes than 
anything that’s been released yet is for helicopters. 

That’s going to change, and it’s going to change significantly. It 
means that veteran air combat aficionados are going to have whole 
new areas of flight control and understanding to explore, applicable to 
handling rotary-wing aircraft; and it means, to go back to the point 
made above, that designers are going to have to provide a whole new 
(and different) level of technical information along with their prod- 
ucts to help players get really involved with the simulation. Speaking 
for what might perhaps be conceived of by some as a niche audience, 
it should be made very clear to those currently working on chopper 
sims that fun in air combat simulation terms means hours and hours of 
being able to play with things like ground effects, wind effects, all the 
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s | have mentioned in our earlier discussions, attack effec- 
tively first is one of the principle maxims of Naval war- 
fare. When it comes to submarine warfare, this maxim is 
even more important. The submarine’s long suit is stealth (it is the 
original stealth platform, and was long before stealth became chic), 
and for a submarine to attack effectively, it must attack first. 

This requirement is even greater for diesel electric submarines, 
which have limited speed and range when submerged. The targets 
(submariners hold that there are only two kinds of ships: submarines 
and targets) are likely to be faster than the submarine, which means 
that the attacking submarine is very limited in the angles of 
approach it can use. The speed disadvantage of the submarine also 
means that more often than not, a submerged attack is only viable if 
the submarine can submerge in the path of the target or targets. We 
will confine today’s discussion to WWII subs. 





The tactical situation 

As a submarine skipper in WWII, you are probably slower than 
your target, and certainly slower than any escorts. You are extreme- 
ly vulnerable to Aircraft, Surface Combatants, and Armed 
Merchantmen when operating on the surface. Your primary weapon 
is the straight running torpedo. The Steam variety is fast and long 
ranged, but leaves a tell tale trail of bubbles back to the launch 
point. The electric variety is slower and has a shorter range, but 
leaves no bubble wake. In the early war period, many torpedos will 
be duds. Some may run circular, and pose a threat to the launching 
submarine. The only good news is that those which do hit the target 
(and detonate) are likely to sink it. 
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The limitations of your platform and your weapons are further 
complicated by the fact that you must depend on a primitive com- 
puter (known in the US Navy as a Torpedo Data Computer) to plot a 
course for your torpedos which will intersect the path of the target. 
This computer will require you to take a series of observations with 
either the periscope or a special set of binoculars (known as a Target 
Bearing Transmitter) in order to generate a firing solution. The 
WWII standard for a Periscope observation was twenty seconds for 
the first observation, and ten seconds for subsequent observations in 
the U.S. Navy. You are also limited by the TDC in that it can 
simultaneously track only one to three targets. 

Given these limitations, it is obvious that the attacking submarine 
must be unmolested while it is setting up its attack to have a reason- 
able chance of success. 


Attack Position 

The ideal attack position is just forward of the target’s beam at a 
range of 500 to 2000 yards. The goal is for your torpedos to have 
the shortest possible run time and the largest possible target. When 
there are multiple targets, get in amongst them if there is more than 
one column. Overlapping targets are a submariner’s dream. Even 
the shots which miss the primary target have an opportunity to score 
on targets in the next row or column. 


Angles 

Remember that trigonometry you thought you’d never use? 
Remember asking if anyone really used that arcane stuff? Getting 
into attack position, and then getting a hit with straight running tor- 
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pedos, is all about the angles. 

First of all, there are two major 
flavors of angles: Relative and True. 
A Relative Angle is referenced to 
the bow of the ship from which the 
angle is taken (an angle dead on the 
bow of your ship has a relative bear- 
ing of 000). A True Bearing is ref- 
erenced to True North. The conver- 
sion between the two is relatively 
simple. 

To convert a Relative Bearing to a 
True Bearing, add the ships heading 
(course) to the Relative Bearing (BT 
= BR+ HDG). Ifthe result is 360 or 
more, subtract 360 from the total. 

To convert a True Bearing to a 
Relative Bearing, subtract the ship’s ar _ 
heading (course) from the True | - SKUNK"B" LOs"B* « 
Bearing (BR = BT - HDG). If the - re oes Se 4S 
result is a negative number, add 360. - . | 

The first significant angle is the 
angle of the Line of Sight (LOS). 
This angle is most often reported as 
a relative angle to a contact. You 
should always convert the angle of 
the LOS to a True Bearing, since the 
true bearing to the contact is inde- 
pendent of your own heading, and 
since the True Bearing will figure in 
your attempts to calculate the con- 
tact’s course and plot an intercept 
course. 

The next important angle is 
known as Target Angle. The best 
way to visualize a target angle is 
imagine yourself on the bridge of the 
target, looking back towards your 
own vessel along the LOS (actually, 
the reciprocal of the line of sight, for the purists among you). Note 
that the Target Angle is a Relative Bearing (measured from the head Example One. You are on course 320 at 14 knots. You detect a target bearing 103 Relative. 
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of the contact vessel). You can thus estimate this angle fairly accu- The True Bearing of the Line of Sight is thus (320 + 103 = 423 - 360 = 063) 063. You deter- 
rately by observing the target. The significance of this angle is that mine (from observation) that the target angle is 335. The contact’s course is thus ( 335 - 063 = 
if you know the true bearing of the line of sight, and you can esti- 272). Your First Officer reports the contact’s estimated speed as 12 knots, and reports that the 
mate the Target Angle, you can arrive at a close approximation of maximum available speed is 18 knots. Since you are only 25 degrees off the contacts bow, 


the contact’s course. The contact’s course is the difference between you will have no problem intercepting. 
the Target Angle and the true bearing along the Line of Sight 


(CRScontact =TA - LOSt ). Remember to subtract 360 from the 
total if the sum is 360 or more, and to add 360 if the difference is Sub Speed = 14 
less than zero. You will find this formula to be very useful. 
Target Speed Closing angle 


So how do you attack 

without being molested? clea ee 
Short answer: remain undetected until your first torpedo deto- 

nates. Like many things in life, this is far easier said than done. bee: | 
The first step is to determine the course and speed of the target or 

targets. We have already discussed how to determine the course of Co eee 

the contact. Determining speed is a function of vector math, and is | Oe et 


beyond the scope of this discussion. You are fortunate in that most 
games will provide this information to you gratis. 


How to use the table 

Once you have determined the target’s course and speed, look up 
the closing angle in an appropriate table (a small example is includ- 
ed here). If you are on the port side of the contact, add the Closing 
Angle to the Target’s course to arrive at the intercept course. If you 


are on the target’s starboard side, subtract the angle from the tar- Example Two. You are on the starboard beam (Target Angle 090) of a merchant at a range of 
get’s course to arrive at the intercept course. A table expanded 20,000 yards (10nm). You have determined that the target is on a course of 300T at 8 knots, 
along the lines of the one indicated in the sidebar should be Your maximum available speed is 14 knots. Referring to the 14 knot table, you find the inter- 
designed to take you from 20kyds on the target’s beam (~ 090R) to cept angle is 49 degrees. Since you are to the right of the target, you will need to steer left of 
2kyds on the target’s port or starboard bow (~ 045R). his course, and thus subtract 49 degrees from his course of 300T to arrive at an intercept 

Well, that’s all we have time for in this session. Forward any course of 251T at 14 knots. This will place you 2000 yards (1nm) from the target with a target 
questions you may have via E-Mail and my E-Mail address is angle of 045. 
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S is a science fiction simulation 
based on a Terminator-like future 
where Cybrids — cybernetic-hybrid 
machines — have virtually wiped out 
mankind. The giant robots in this universe are 
called HERCS. The player steps into the 
shoes of a young HERC pilot who has joined 
the war for human survival. It is possible to 
play a single mission, but the real fun is in the 
campaign game. This is a series of linked, 
branching missions, like those in Wing 
Commander. 





Play sequence 

The general sequence of play goes some- 
thing like this. The player is given orders for 
the next mission by the company commander. 
The next stop is the arming bay, where 
weapons are chosen for each HERC, and then 
the crew quarters, where each pilot is assigned 
a HERC. The player has anywhere from zero 
to three wingmen. The mission is then played 
out, after which (assuming the player sur- 
vives) the CO will debrief him, then send him 
to the repair bays where HERCs can be fixed 
up, assuming there is enough salvage avail- 
able for parts. Salvage is gained automatically 
during the mission by disabling enemy 
HERCs. There is also an option to start build- 
ing a completely new HERC, assuming 
enough salvage is available. 

The game can be saved between missions, 
and the wise player will save often, as this can 
be a very tough game. 


Robot action 

The main action happens once the player 
takes control of a HERC. The basic HERC 
design is two legs, a body, and a turret with 
various hardpoints for mounting weapons. 
The turret swivels forty-five degrees right or 
left, as well as up and down. All turret move- 
ment is independent of the main body, which 
can move both in forward and reverse. The 
turn radius of the body is highly dependent on 
speed. Based on the idea of a rigid bi-pedal 
structure, a HERC’s turning ability is (pre- 
sumably) produced by the difference in stride 
length between the two legs. It will turn with 
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Get up and fight like a machine 


an awkward, lurching motion while not mov- 
ing (basically it rocks back and forth). At 
slow speeds it isn’t able to turn at all since it is 
taking very small steps, but as speed increases 
so does turning ability until it reaches a mod- 
erate speed. Then as higher speeds are 
reached, turning performance drops off again. 

Controls are fairly unusual, since these are 
new vehicles for a new generation. Weapons 
can be set up in firing chains so each will fire 
consecutively. Identical weapons arranged 
symmetrically can be linked so that both fire 
at once. A weapon’s power level can be set, 
and shield power can be adjusted fore and aft. 
Through all of this the “Master Energy Pool” 
must be watched, lest the HERC end up run- 
ning out of power in a crucial moment. 


Comms grid 

Communications are a big part of ES. 
There are two ways to communicate with your 
wingmen. First is via Flashcomm which 
sends a single message to everyone on your 
team. The other method 1s via the HDD’s 
(Heads Down Display’s) Command Display, 
which shows a map of the area with the posi- 
tions of all known HERCs indicated, and a 
listing of other pilots and possible messages. 


Your ballet career is over 








[noo 





With these messages you specify a recipient, 
and often a destination. So you can tell a pilot 
to attack a specific enemy HERC, or to defend 
a specific grid point, while sending other 
pilots on other errands. 

In addition to looking straight ahead or 
down at the map, there are views to the left 
and right, but not backwards (although by 
turning the turret to either extreme direction 
and looking out the side window, about two 
hundred and seventy degrees of terrain 1s visi- 
ble). There is also an outside view which can 
be moved around the HERC, zoomed in and 
out, or switched to other HERCs. 

Mechwarrior is getting pretty long in the 
tooth, and Mechwarrior II keeps getting 
pushed back. Forget about waiting; ES will 
satisfy your desire to drive a huge, bipedal 
robotic fighting machine. The only thing 
missing is multi-player action. For that, you’ll 
have to wait for the next MetalTech release: 
Battledrome. The level of challenge seems 
about right. The game is often difficult, but 
the player needn’t accomplish every mission 
(and in fact Dynamix has scolded players for 
restoring until they complete every mission 
successfully, since there are missions on the 
losing branches that will never be seen that 
way). My biggest gripe is the flat, featureless 
landscape punctuated by amazingly steep- 
sided hills. Granted this is not a trivial matter, 
but it doesn’t ruin the game. I’m still going to 
give it my thumbs up. 


Peter Smith 



















Designed by: Dynamix 
Published by: Dynamix / Sierra On-Line 
Systems: IBM PC 

Graphics: VGA 

Peripherals supported: mouse, one or two | 
standard joysticks, Thrustmaster FCS, | 
WCS, and RCS, FlightStick and FlightStick 
Pro (reviewer had good luck using the 
Gravis Phoenix system) 

Sound Support: All current major cards 
Players: One 

Copy Protection: None 
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Peter Smith walks the planet in heavy metal 


n Metaltech: EarthSiege (ES), resource management comes into 

play because parts (salvage) are scarce. The player has to not only 

complete missions, but do it while minimizing damage to his or her 
own HERC while disabling enemy HERCs without completely destroy- 
ing them, so they can be dragged back to base for parts. 


Mech control 

Dynamix has offered several ways to control the mechs’ motion. 
Choice of controls are keyboard only, a standard joystick, two joy- 
sticks, FlightStick Standard, FlightStick Pro, Thrustmaster FCS, 
RCS, and WCS Mk. II. Assuming only a single joystick is used, con- 
trol is switched between turret and HERC by hitting the second joy- 
stick button. Whichever isn’t being controlled by the stick will be 
controlled by the keyboard. I found I was partial to “driving” via 
keyboard and using the stick to control the turret. The keyboard just 
doesn’t offer the snappy response needed to aim at a moving target, 
but actual HERC movement is coarse enough that the keyboard isn’t 
much of a liability. If you must use the keyboard for turret control, 
auto-tracking can compensate somewhat for the lack of precision, but 
it will aim at the center of a targeted HERC — which often isn’t in 
the player’s best interest. An undocumented feature is that [Alt] plus 
the I, J, K, & M keys will speed up movement of the turret. Ideally 
using two joysticks, a joystick and rudders, or in my case, a Gravis 
Phoenix programmable joystick will give you finer control over both 
turret and HERC as well as offering additional buttons for hands-on 
controls. 


TO SR «| peimendanane 


GLENN SU 
VETERAN ELITE 
RORDRUARER RORORUNNER 
Wis 


PARKER 
VETERAN 
OUTLAW 
100: 





Planning on the field 

Before starting a new mission, plan your strategy. Most missions put 
you in harm’s way fairly soon after starting, and in that short time you 
will want to set all your controls the way you like them. Link weapons, 
set up firing chains, set shield strengths. Think about mission objectives 
and how best to use your wingmen. Some choices are obvious, such as 
assigning the wingman to guard a fallen pilot in a rescue operation. 
Other missions call for more devious actions, and given time you may 
be able to set up a gauntlet situation by positioning wingmen and order- 
ing them to guard that position. You might even try using a wingman as 
a decoy, sending him off in an opposite direction and ordering him to 
start scanning actively for enemies. That should draw them to him and 
away from you, if need be. 

During the course of a mission, always stay focused on the objectives. 
There are missions that are nearly, if not completely, impossible to win 
by brute force. If you have a scouting mission, your focus should be 
getting to the areas to be scouted and getting out again, nor on taking on 
every Cybrid unit in the area. Don’t be tempted to run off after a weak- 
ened HERC unless you know your wingmen are going to protect the 
mission objectives (usually you want to trust these vital tasks only to 
yourself). 

Avoid head-on battles! The Cybrids have more machines and more 
resources than you, and even if you win the battle, you may end up los- 
ing the war. You need to keep damage to a minimum, and this is 
accomplished by slashing or turning attacks, always offering a moving 
target to the enemy. Practice, practice, practice coordinating turret and 
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Linked fire 


Proximity alert 


HERC movement. It will take time to get a feel for it, but once you do, 
your bot will move like, well, like a well-oiled machine. And don’t for- 
get your reverse gear. Full reverse and full rudder followed by forward 
and full opposite rudder will turn you around quickly and in a lot less 
space than a high-speed forward turn. 


The quick and the not yet dead 

Here are a few more quick tips for combat, gleaned from both my 
experience and from listening to the chatter on the nets: 
|) Don’t use active radar or ECM pods if the enemy has ARM mis- 
siles!! They'll home in on you. 
2) Put a mountain between you and your enemy if your shields get low. 
You can circle it, keeping it between you and the enemy, until your 
shields are recharged. 


3) Take your time. Advance slowly and take out a HERC or a building, 


then retreat and recharge. 

4) Destroying buildings apparently garners salvage, and most don’t 
fight back. Take them out whenever you can. 

5) Concentrate your fire. Get your wingmen in on the attack and over- 
power the opponent’s shields. 

6) If you have the talent and the need, take out an enemy’s weapons 
first, then disable it at your leisure. Weapons tend to be easy to destroy. 
7) Be careful you don’t destroy, or let your wingmen destroy, a mission 
objective that you are supposed to be scanning! Scan it first, get the 
message indicating you’ve accomplished your mission, then waste it. 


Salvage for your soul 
At the risk of stating the obvious, salvage is essential. When you’re 


up against the wall, kill enemies any way you can, as quickly as you can. 
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But in an even match, or if you have the upper hand, take the time to 
shoot out the legs of an enemy, or if you’re real good, shoot the weapons 
off of its body. These can usually be recovered whole for later use. In 
either of these cases you should end up with more salvage then you 
would by just lasering a hole in an enemy HERC’s chest. Just for grins, 
take out a HERC and keep blasting at the debris, and you’ll see it break 
up into smaller and smaller pieces. You want to kill the HERC while 
keeping these pieces as large as possible. 

Back at base, start building HERCs as soon as you can. Your base 
will also build weapons as needed. In order to determine need, base 
management looks at your unused weapons. For this reason keep all 
HERCs, even unassigned ones, fully loaded with weapons. 

You can increase salvage for repairs or building at the cost of a HERC 
by entering the repair screen, selecting an unwanted HERC and scrap- 
ping it. 


Let the software have its way 

This is not really a tip, but just a thought. Many gamers will replay a 
mission over and over until they accomplish its objectives. But accord- 
ing to Dynamix, these gamers will never see some of the missions in the 
game. The tree structure of the missions is set up so that some missions 
are only encountered on the losing paths. 

Hopefully this article will help get you comfortable with the world of 
ES. This is not an easy game, and much of your proficiency will come 
simply by lots of practice. When you can turn the HERC one way and 
the turret the other without having the aiming reticle drift, you’ll know 
you ve graduated from rookie. In the meanwhile, these tips and sugges- 
tions may help you to survive long enough to take the war back to those 
blasted Cybrids!U 
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ARMORED FIST 





rmored Fist (AF) is a game of 
modern armored combat that has 
been eagerly awaited. The ad cam- 
paign’s screen shots and promise of realistic 
action have been appealing. The final result 
has a lot of good points in its favor. It sets a 
new standard in graphics for rendering terrain 
in smooth scrolling detail, for instance. 
Enemy vehicles are realistically detailed and 
are as difficult to spot as their real world coun- 
terparts. Action is fast-paced and furious. 
The artistic rendering of tanks and infantry 
fighting vehicles in the opening and in the 
conclusion of each scenario is excellent. 

To be honest, however, what was expected 
was a Simulation; what has arrived is a game. 
As a game, AF has definite appeal. As a simu- 
lation it is lacking. All scenarios are challeng- 
ing, but the challenge comes more from the 
number of targets the player has to kill than 
from any advanced tactical employment of the 
units. The game is challenging, in any event, 
and keeps the player’s interest level high. 





From the commander’s hatch 
The shortcomings of AF from a simulation 
perspective are most obvious inside the tank. 
Realistic fire control is the most important 
aspect of any tank simulator, and the one for 
this design falls far short. Anyone who has 
ever sat in a tank knows the joystick is for 
moving the turret left and right and the gun up 
and down. Using the joystick to control the 
tank’s movement while using the mouse or 
keyboard to control the sight reticle is com- 
paratively awkward and unnatural. Now, a 
Thrustmaster FCS allows you to use the “hat 
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switch” to control the turret and the conven- 
tional controls to control the tank’s move- 
ment. Using arrow keys for tank movement 
and the joystick for the turret would have been 
better. The combination of mouse, keyboard, 
and joystick made me wish I had three hands. 

The most unrealistic feature in AF is the 
target lock. Tanks don’t have this yet. They 
have an automatic lead feature, and will soon 
have automatic tracking, but the gunner or TC 
must engage the target actively. The 
Commander’s Independent Thermal Viewer 
(CITV) on the M1A2 allows the TC to desig- 
nate targets for the gunner at a touch of a but- 
ton, for instance. The gunner still has to lead, 
track, and lase to the target. The 
TC/Gunner/Driver arrangement is far superior 
in MicroProse’s M1 Tank Platoon to the 
unrealistic control implementation present 
here. 

The target lock logic is also seriously 
flawed from the perspective of gameplay. 
Instead of locking on the most dangerous tar- 
gets, it locks you onto targets such as antennae 
or fuel tanks that are no threat to a tank. The 
relatively clumsy turret controls make it diffi- 
cult to switch quickly between targets you 
have not killed yet. 

On a more positive note, the Commander’s 
Control Vehicle (CCV) provides an excellent 
view of the battlefield. Issuing orders and 
directing tanks is very simple, and you can 
issue commands rapidly to take advantage of 
terrain and move your platoons. The combi- 
nation of the CCV, Threat Vehicle Display, 
and map mimics the Intervehicular 
Information System (IVIS) being fielded on 
the M1A2 and other vehicles. IVIS displays 
the tank’s position, target location, turret/hull 
indicator, and digitally transmit reports and 
overlays between tanks. 


Scenario sniping 

Scenarios are challenging, pitting a badly 
outnumbered tank platoon or company against 
a plethora of enemy “targets.” The odds in the 
game would make a real unit defend instead of 
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attack. The clumsy turret controls merely 
reinforce this arcade game aspect, but the 
unrealistic target lock is a savior in this envi- 
ronment. 

The training scenarios are very good. One 
of them reminded me of an M1 Unit Conduct 
of Fire Trainer (UCOFT) “fun” scenario, 
where the instructor-operator sends ten targets 
at you. You have to engage all ten to win. In 
the UCOFT I won about 75% of the time ver- 
sus only about 50% in AF. 

Target acquisition and targeting in AF 
make it much easier to engage an individual 
vehicle than in the UCOFT. The game’s 
graphics are more realistic than those in either 
UCOFT or SIMNET. 


Command advisory 

The game needs several upgrades. The 
player must be able to issue calls for fire from 
the CCV and drag and drop waypoints for 
quick reactions to battlefield events (as in 
Harpoon). The player should be able to order 
formation changes from either the tank or 
CCV, not just from the company roster. 
Finally, the game should support standard mil- 
itary symbols, as in Spectrum Holobyte’s 
Tank. 

In summary, AF succeeds fairly well at 
placing the player into the atmosphere of 
armored combat, but it did not provide me the 
experience I was looking for in a tank simula- 
tor. Nonetheless, it is a challenging game and 
I recommend it.U 


Mike Robel 








Designed and Produced By: David 
Seeholzer 

_ Systems: IBM and compatibles 

Graphics: VGA 

_ Peripherals: Joystick recommended. Thrust 
_ Master seems to be the optimum joystick 
from the manual. 

Soundcards: Soundblaster or compatible. 
Players: One. Modem or network play not 
supported. 
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Three things left to blow up - but can you do it in time? 
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Universal NeverLock defeats documents checks on a variety of software products. Universal NeverLock is intended solely for the use of legitimate owners or licencees of these products and is 
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nterplay’s Buzz Aldrin’s Race Into Space brought the space race 

to the computer screen, but it took Microsoft to bring space flight to 

your CRT. Anyone who has even a passing interest in space flight 
should find Microsoft Space Simulator (MSS) a real joy to behold. No 
game has modeled the realities of space flight as well as MSS. If all you 
know about space flight is Wing Commander, X-Wing or Tie Fighter, 
be prepared for a rude awakening. Even if you are a die-hard Falcon 3 
fan, your skills will be useless in space — there is no lift, drag or friction 
to worry about. Newtonian mechanics rules! Actually they rule very 
nicely on earth too, although it’s easier to appreciate them in space. 

Newton’s first law states that a body in motion continues in motion 
until acted on by an outside force. Cut your engines in Falcon 3 and 
your plane and the ground will become one — quickly. Cut your 
thrusters in MSS and your space ship will travel in a “straight” line at the 
same velocity forever. In other words, space flight is not intuitive. We 
live in a world surrounded by “outside forces” — not so in space. 

This “alien” world with its “alien” forces brings some special prob- 
lems; it can be very frustrating to understand. In a world where there is 
no up and no down, no left and no right — how do you know where you 
are going? Microsoft handles some of these problems brilliantly by using 
a reference object and the flight computer. 

Using reference objects properly are key to getting anywhere in MSS. 
By selecting a reference object, you can now know your distance and 
velocity in relation to that object, whether it’s a planet, star, asteroid, 
space station or landing site. Conversely, set your reference object wrong 
and you can easily get lost in space (with no Bill Mumy around for com- 
pany!). 

I usually gear a hint/strategy piece for the novice, but not so this time. 
I am going to assume that you have read the exce//ent manual that came 
with MSS (I just don’t have the space to cover the background material) 
and are now bored with the flight computer. I am going to assume that 
you want to get your hands on the controls and to “boldly go where no 
man has gone before.” So forget about the autopilot; set your skill level 
to Advanced (Preferences) and your Precision Level to 8 (Preferences) 
and let’s get going. 


Docking 


An astronaut who can’t dock a space craft is like a pilot who can’t 


Just about docked 
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land— both are useless and short-lived. Docking 1n space 1s actually 
pretty easy (really!) if you remember a few rules. Rule 1: Remember 
Newton’s First Law. Rule 2: Remember Newton’s First Law. Rule 
3: Use the Chase views liberally. Almost all of the mistakes made in 
trying to dock come from trying to handle a spacecraft like a fighter. 
Remember Newton? If you apply thrust in one direction you will 
continue to travel in that direction. Now apply thrust in another 
direction. Your craft is now moving in a direction that is a combina- 
tion or vector of both forces. Do this several more times and, well, 
you can get the picture. The spacecraft is traveling in a direction that 
is a combination of several actions, but in order to slow or stop the 
spacecraft you must apply thrust in the opposite direction. Quick — 
which direction do you need to apply thrust in order to stop or slow 
your ship? Pick the wrong direction and you just added another vec- 
tor to your direction and/or velocity. Since Microsoft chose not to 
include a vector/directional gauge, it’s extremely difficult to counter- 
act the result of multiple forces acting upon you spacecraft. That’s 
why Microsoft has the <F4> “cheat” key which cancels all velocity. 
You wouldn’t stoop to using such a “cheat,” would you? Well, you 
don’t have to. The key to docking is to travel in one direction at a 
time and come to a complete stop before applying thrusters in the 
opposite direction. It’s that simple (well, actually it’s a bit more 
complicated). 


To practice: 
1) Pick the FLIGHT situation which places you just outside of Ring 
Station | in a Galactic Explorer. Hint: In many ways the Zander 
Freighter is a good space ship to practice docking maneuvers, since the 
docking port is in front. 
2) Set the Reference Object to Ring Station 1 <Alt-R>. 
3) Set the Assigned View (View Control Menu Item) to Docking 
Camera. 
4) Put the HUD view on <H>. 
5) Make sure your distance scale is reading km and not radii <Alt-S> 
6) Since the station’s docking port is not centrally located, you can’t 
just dock by zeroing your yaw, pitch, and distance readings. Use the 
values in Table | to tell you the offsets needed for a successful docking. 
7) Now slowly move toward the station using only fine thrusters (only 
one direction at a time). Go slowly. Use the time compression to 
speed things up, not more thrust, at least until you begin to get a feel for 
how long it will take to stop your ship (exactly the same amount of 
force and time using a thruster in the opposite direction). 
8) When you get close to the station, stop by applying thrust in the 
opposite direction. 
9) Now move up or down, left or right as the case might be to begin 
aligning your spacecraft with the docking port. 
10) Use the outside chase and assigned views liberally with the zoom 
and panning control to determine your craft’s position in relation to the 
docking port. 
11) Repeat steps 7-10, one direction at a time, until docked. A success- 
ful docking aligns the red docking port on the space station with the red 
docking port on the spacecraft. 
12) Remember to go slow. This is not a race. Also, you do not need to 
match the rotational velocity of the space station, even in advanced 
mode. 

Now that wasn’t so hard was it? It just takes a good dose of patience 


Orbital changes 

Changing orbit eccentricity forms the basis for a Hohmann Transfer 
—a very fuel efficient means of space travel. We will get to Hohmann 
Transfers in a later article, but for now you need to experiment with 
orbital changes to get an appreciation for the power of this type of 
space flight. 
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To practice: 

|) Set up an orbit around Earth or the planet of your choice. Do this 
by using the autopilot, a saved situation, or by using the Orbital 
Velocity Table in the On-line help as detailed on paged 171-172 in the 
MSS manual. 

2) Make sure your distance readout is reading km and not radii and 
that your reference object is the planet you are orbiting. 

3) Set up a map view with your planet as the reference object and only 
planets, moons and spacecraft showing (View Controls). 

4) Now set up, on paper, a table with columns labeled “Thrust 
Applied”, “Perigee’’, “Apogee”. 

5) Wait for your orbit to stabilize and in the Ist row write down 0 in 
the Thrust Applied Column, the closest distance to the planet in the 
Perigee column and the highest orbit obtained in the Apogee column. 
6) Now decide how much prograde thrust that you are going to apply 
and how you are going to apply it. I would suggest something 10 sec 
or under. The best way to apply a known amount of thrust is by using 
the autopilot. Open the autopilot window <Alt-A>, select thrust, and 
put in the duration of the thrust (in my case 10 sec). Do not push the 
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Execute button; rather, press the Close button. This “loads” the value 
into memory and will activate the thrust duration when you press the 
</> key. 
Unfortunately, you cannot specify the amount of thrust. The autopilot 
will use 100% thrust. If you want more control, you will have to settle 
for a less precise manual method (e.g., 5 presses of the <+> key, wait 
10 seconds, 5 presses of the <-> key). 
7) At orbital Perigee, or when you are just coming out of it, hit the 
<Z> key to apply the pre-programmed amount of thrust. 
8) Repeat 5 & 6 as many times as you want and observe the results in 
the map view. Figure | shows the results of one of my trials at 10 sec 
of thrust at each Perigee. Notice that the Perigee stays relatively con- 
stant while the Apogee really takes off in a exponential manner. 
9) Try experimenting with prograde thrust at Apogee, and then both 
Perigee and Apogee. I think you will have fun with this experiment 
and it will give you a better understanding of orbital mechanics. 
That’s it for now. Please let me know what you would like to see in 
future columns. I can be reached at CompuServe (74726,1316) or 
America-On-Line (AFusco).U) 


Table 1:Attitude Parameters for Docking 


Parameter Galactic Explorer 
Earth Orbiter 
Yaw -12.58 
Pitch +81.45 
Roll variable 
Distance 294.4m 
Radius O32 
Lunar Orbiter 
Yaw +32.66 
Pitch +76.8 
Roll -179.99 
Distance e2e.ei 
Radius 61 
Mars Orbiter 
Yaw variable 
Pitch -48.8 
Roll ms A 
Distance 6785m 
Radius 2 
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Shuttle Zander Freighter 
0 0) 

-88.43 0 
variable +7755 
279.1m 761.27m 
0.44 0.39 
-78.3 +3.08 
-19.54 0) 

0) 0 
207.65m 687.44 
0.95 0.8 
variable variable 
+49 4 +11.98 
-164.6 -79.66 
6785 6785 
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It’s a bug fest and you must keep it from crashing! 


t has always been a dream of mine to 
fly. The idea of soaring high above the 
land, making even the largest landform 
look like it could fit within the grasp of my 
hand, is the ultimate degree of control. Then 
there’s the notion of floating through thin air 
with little or no effort, allowing for a tremen- 
dous sense of freedom. In BullFrog and 
Electronic Arts’ Magic Carpet (MC), my 
dream has finally become reality — at least in 
a virtual sense. Those two concepts of free- 
dom and control are now at my fingertips, 
thanks to an enchanted item in my home. 

No, it’s not that lear jet or parachute sitting 
in the backyard, but rather that bland old 
beaten up carpet beneath my feet, coupled 
with a personal computer. With a touch of 
magic, these items mesh into a virtual journey 
through vast landscapes, villages of Indians, 
and eventually a tortured land filled with vol- 
canoes and killer bees. 

When I recently spoke with designer Peter 
Molyneux, he mentioned from the outset of 
our discussion that the design goal was to cre- 
ate a “flight simulator without all those both- 
ersome controls.” The developers have cer- 
tainly delivered on this promise, because I’ve 
never experienced a flight engine that is so 
close to reality in control and freedom, the 
two concepts that were my vision of flying. 
No cluttered control panels or complicated 
key combinations adorn the screen. Similar 
to Moses’ parting of the Red Sea, you just 
point where you want to go, and nothing 
hampers your journey. 





Manna to manna! 

Oh, so you thought the journey would be a 
pleasant and peaceful one? Don’t always 
trust the writer! Although I found half the 
fun with MC in flying around the landscape 
with no combat, we haven’t even begun to 
talk about the actual game here. After assum- 
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ing the role of a wizard, a vast array of spells 
are available to cast, ranging from creating an 
earthquake to casting fireballs. These spells 
will help players defend their vast empire, 
which mostly involves using a castle and hot 
air balloons. Similar to the clowns ina 
parade that walk behind the horses to clean 
up, these hot air balloons follow your carpet 
and pick up the manna balls collected. To 
obtain these manna balls, it is necessary to 
kill beasts and enemies in the virtual world, 
ranging from sea monsters to flying dragons. 
The goal of the game, while rather linear in 
nature, 1s to create the largest empire, which 
in turn, means collecting the most manna 
balls. 

With some SO levels, Magic Carpet has 
legs, and new monsters and spells are intro- 
duced constantly to keep the action boiling at 
extreme levels. The 3D first person perspec- 





tive engine meets the quality of that product 
to which every 3D game needs to be contrast- 
ed: DOOM. There is an amazing Super 
VGA mode available, but players on Pentium 
systems with 16+ megs of RAM only need 
inquire. 

The game supports Forté’s Virtual VFX-1 
headset. In addition, there is a very interest- 
ing Stereo 3D mode, using those red and blue 
glasses often found with “3-D” comics. As 
mentioned before, half the fun is just flying 
around the terrain without worrying about 
crashing into the ground or paying attention 
to the amount of gas left. In essence, you can 
play this game with heavy emphasis on the 
action elements, or with more accent on the 
experience of flying. 


Modem lowdown? 

On the downside, it’s disappointing that the 
multiplayer support only allows for network 
play, although rumor has it that BullFrog 1s 
working away hastily on a modem upgrade. 
Moreover, some of the levels have very repet- 
itive ground textures. Thus, after about 15 
levels, the ground looked just as it did 10 lev- 
els ago. Nonetheless, the graphics do change 
if you stick with the game long enough, and if 
you want to be extremely creative, players 
can scan in their own ground textures. Let’s 
hope they consider releasing mission disks in 
the future, which would hopefully include 
new ground textures. 

Magic Carpet is one rug that tugs the 
player into a whimsical world of fantasy and 
adventure, and keeps players dangling thread 
by thread. Bu//Frog has made yet another 
giant leap in the computer industry with this 
design, a truly original and engrossing game. 
So cash in on that childhood dream, and soar 
above the ground with virtual wings — no 
strings attached!U 

Geoff Bice Meas 


Systems: IBM CD 3 3 | 
Graphics: VGA orsie hes ' 
Sound: Supports | imiest major sound c: ards 
salah VEX- 1 Headset, 3D Stereo 














Can you fly under Stonehenge on this rug? 
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ell, Aces of the Deep (AOtD)is still demanding most of 
my attention. And having spent more than a few hours 
with it, I thought I’d pass along some of the wealth... 
First, my one and only concession to those who like to play the sys- 
tem instead of the game: save early and save often. If you save before 
each engagement (1.e., as soon as you make a new contact), you can 
replay it until the results meet your requirements. That’s all I'll have 
to say about ways to cheat the system. 

Now, as for regards tactical and operational tips, I’m willing to be a 
lot more helpful! In this endeavor, we’ll call on the experiences of 
Kapitan Leutnant Hans Von Sanford, one of the leading aces on my 
hard drive. 





Game mechanics 

First of all, there are three game views which are essential to your 
success. The first is the tactical level chart view (F5). This should be 
the view you use while patrolling, transiting to or from station, and 
closing a contact to firing position. It is also the best view from 
which to select targets when engaging convoys. The second and third 
key game views are the ones you must use to target ships. These are 
the periscope (F2) and target bearing transmitter (F3) views. You can 
only access the torpedo data computer (“T”’) from these two views, 
and they are thus the only views from which you can reach a fire con- 
trol solution and fire torpedoes. 


Operational considerations 

AotD models the grid square assignments that Admiral Doenitz’s 
BdU used to assign patrol areas to his U-Boats. It does not, however, 
extend to assigning a specific routing to that destination. You can use 
this to your advantage by choosing a transit route that will allow you 
to spend some time in the active shipping lanes. 
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For instance, Kapitan Leutnant Hans Von Sanford found that the 
Norway to England route could be a very profitable way station for 
patrols originating from Kiel in 1940 (and he has the Knight’s Cross 
to prove it). Von Sanford made it a point to spend time searching the 
likely convoy routes between Norway and England “...while transit- 
ing to assigned patrol station...” in the North Atlantic. While it is not 
good form to expend all of one’s torpedoes before reaching one’s 
assigned patrol area, there is no real argument which stands against 
success (besides which, the simulation is not so sophisticated that it 
can keep track of such matters.) 


Transit and search 

During transit and patrol you will want to spend most of your time 
on the surface. There are two fairly obvious reasons for this. The 
first is the limited endurance and speed of a submerged U-Boat. 

Since you have to surface (or, if you are playing late in the war and 
are fortunate enough to have a boat so equipped, run the diesels from 
periscope depth with the schnorkel mast) to charge batteries periodi- 
cally anyhow, you may as well take advantage of your improved 
speed on the surface. 

The second reason is that your most effective sensor is visual. The 
added height of eye running on the surface, and the improved field of 
vision, can be significant. The exception are those periods in which 
you encounter very poor visibility. If visibility is nil, an underwater 
hydrophone search at creeping speed and “rig for silent running” may 
prove fruitful. 

This advice will become inoperative later in the war. As Allied air- 
craft become more numerous, it will become increasingly dangerous 
to transit or operate under the Allied air umbrella, especially during 
daylight hours. Even night will fail to be sufficient cover as airborne 
radar is introduced. You will definitely want to consider spending the 
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daylight hours of your transit submerged by late 1942, and surface 
operations under the air umbrella will be nearly suicidal by late 144. 

Radar will find its way onto surface combatants even earlier, and 
surface attacks on convoys will start to be risky in early 1942. It may 
still work to attack from the surface to the very end of the war, but it 
will become far more dangerous. 


The “happy days” 

In the days when there are still areas where convoys are not insti- 
tuted, or only lightly escorted, the U-Boats can afford to be bold. 
Surface Operations at night should be your preferred method of 
attack. Shadow convoys at the edge of visual range during the day 
(while sending off contact reports to BdU) and then move in for the 
kill after sunset. 


Surface gunnery 

Von Sanford found the deck gun to be useful when he had a large 
number of dud torpedoes against a large (but poorly escorted) convoy. 
Von Sanford re-engaged, got in amongst the columns, selected the 
largest targets he could find, manned the deck gun (“‘D’’), and opened 
fire. Hans sank three large merchants that way, in addition to two 
more large merchants (and an escort that zigged when it should have 
zagged) with his few operable torpedoes (earning Oak Leaves for his 
Knights Cross). Doing this against a heavily escorted convoy, or in 
daylight where the Allies enjoy air cover, would border on madness. 
Von Sanford tells me that the deck gun is the preferred method of 
attacking single un-armed merchant men which are too slow to escape 
you. 


The approach against escorts with radar 

Once the Allies get their act together, you will have to be much 
more circumspect. Virtually all of your attacks should be from a sub- 
merged position after the Allies field radar to their escorts. Night is 
not an effective shield against radar, so you must stay out of the radar 
range of the escorts as you close the convoy. Von Sanford recom- 
mends an end around to the path of the convoy, a submerged 
approach, and then a surfaced attack from within the convoy. 

The added speed and maneuverability will make it much easier to 
clear datum once you have taken your best shot, and you can ill afford 
to hang around once the escorts are aware of your presence. 

Make your shot count. 

You will probably only get one un-hampered shot at a convoy. 
Your weapons are unguided, and you have only a few of them. You 
must get close to your target to be effective, and ideally you should 
fire from slightly forward of the target’s beam. Von Sanford conducts 
most of his attacks from within 1000m of the target, and only rarely 
takes a shot from beyond that range. He also tends to use single shots 
unless the target is an especially valuable one. 

If you are discovered before you can make your attack, you have a 
difficult decision. You will almost certainly get pasted by the escorts 
if they can find you. Human psychology being what it is, this pasting 
is easier to tolerate if you know you have hurt the enemy before he 
has attempted to hurt you. The really experienced commander knows 
that a rushed attack is far less likely to yield favorable results. 

Consider breaking contact and re-engaging if you are discovered 
and localized before weapons release. The odds are you will be able 
to avoid the escort and work your way back into an attack position 
later. 


Avoiding the attentions of the escorts 

Once you have revealed your position (hopefully with a few well- 
placed torpedoes), you can expect the escorts to make you pay for 
your temerity. Avoiding their attentions is not easy, but the escorts 
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have their own limitations as well. 

The escorts use a combination of active sonar and hydrophones to 
locate submarines. As such, it behooves you to avoid making more 
noise than you have to when breaking contact, or when the escort 
doesn’t have a firm fix on your location. As the escorts close in to 
active sonar range, try to keep either your bow (preferably) or stern (if 
need be) pointed at the escort which is making a run on you. 

Use high speed if there is a lot of ambient noise to mask the sound 
of your screws, and to avoid the path of the escort once he commits to 
an attack run. Another method which can work is to wait until you 
can hear the escort’s screws from within the boat, and turn at high 
speed 90 degrees to the course of the escort. Since the depth charge 
spread tends to conform to the wake of the escort, this may allow you 
to get out of the effective area of the spread. 

You should also change your depth from time to time, as this will 
complicate both the escort’s track, and their ability to accurately 
depth charge you. If you are in water shallow enough to allow you to 
bottom the boat, do so. The enemy’s sonar will have a very hard time 
distinguishing you from the bottom, but this will only work if you 
bottom when the enemy does not have a good fix on your location. 





Break out the Schnapps 
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In some ways an upgrade, in some a whole new ball game, 
Dynamix has revamped FPRO9§5 to incorporate the new league 
rules and add some features to its flagship sports product. As we 
had mentioned here several months back, the two point conversion, 
possession from the line of scrimmage on missed field goals and 
other new NFL rules have been implemented for the user’s enjoy- 
ment. As a result of customer feedback (as well as monitoring the 
shareware utility market!), other areas of the game have been 
improved as well. 

Initially the designers added the remote league play features as a 
sidebar to the game at the request of some of the testers who antici- 
pated online league play. The success of this has been phenomenal, 
as the Coaching Profile enabled a player to modify his team game- 
plan to be an intelligent and unique opponent on the road. However, 
computer teams were predictable, as they would grab the same sets 
of plays from the playbook. No more. Besides the thousands of 
plays that come with the new game, there are better profiles and the 
ability to preset a computer profile for a team should the Coach fail 
to show up at gametime. No longer will the Lions let Barry Sanders 
block while Mitchell throws deep all game (unless, of course, you 
set it that way on purpose). 

Drafting and other roster utilities have also been greatly 
enhanced. As a Coach you now have the ability to customize your 
search profiles, sort rosters by a skill (or combination thereof) and 
even create your own formula for rating players. Dynamix had seen 
that the computer was a sucker for a bad trade in previous versions 
if a player manipulated the position change feature (ie making a TE 
into a WR to get a better offer) and eliminated it from the new ver- 
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sion. This did not go over well with customers, however, and the 
design team will re-implement it in a patch. 

Ahh, the patch....1t seems like every game that hits the shelves 
needs one, doesn’t it? To their credit, Dynamix has tried to hit the 
“one patch — one time” policy and correct or enhance as much as 
they can as quickly as they can. For example, where kickoffs and 
punts never got returned for TDs in the first FPRO, the initial 
release of FPRO95 featured too many; this will be adjusted, and the 
ratings will be tweaked again also. 

On the field, the CAMS (Camera Angle Management System) 
module from FPS BASEBALL is now available to pigskin fans — 
a bit of a learning curve to master but a very rewarding experience. 
The stats and score are available at any time during the game <F2> 
and the player names and positions can now be toggled on and off 
<F5> instead of just the numbers. When penalties occur, the box 
for accept/decline now includes the consequences of down and 
yardage for each choice. The graphics (end zone art, stripes on 
pants) and animation (shake and bake runs, diving catches) remain 
state of the art. 

The game is available as an upgrade for previous owners as well 
as a Stand alone version for first timers. Although other games may 
outshine it in individual areas, I cannot conceive owning another 
game at the exclusion of this one. FRONT PAGE SPORTS 
FOOTBALL ‘95 remains arguably not only the best overall foot- 
ball game on the market, but the best sports product available for the 
PC. 


a 
Peas 
Pa 





One of the worst things about being alive in the Age Of 
Marketing is the way we are conditioned to gravitate towards the 
flash and grandeur tossed our way. “Bigger Is Better” is the motto 
that the spin doctors sell us. I have one for them after playing 
Strategic Gaming’s NOTHING BUT NET (NBN): “Don’t Judge A 
Book By Its Cover.” 

What at first seems to be a game sorely in need of an NBA 
license turns out to be a well developed coaching simulation that 
any hoop-head will enjoy. NBN allows the user to create a league 
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from scratch (there is a default league to get you started), draft play- 
ers, create playbooks and platoons, play games and save stats and 
records for league play. Although there are a few sound bites and a 
bare bones graphic display in parts of the live game, these are but 
bells and whistles on a text simulation product. 

Although player ratings can’t be edited in this version (an upcom- 
ing module due for release as we go to press will permit this), a ran- 
dom player pool can be generated. Player ratings are also randomly 
assigned in ten categories, some specific to position (ie a guard will 
have a ballhandling range of 3-7 while a center’s is 1-5). The only 
non-randomized feature is the Scouting Report Rating, which is a 
weighted average of all generated players on a scale of 1-100 (50 
being average). The module generates enough players at each posi- 
tion that even the last team choosing has an option; teams are also 
required to have a specific roster type (2C, 4F, 4G, 1C/F, 1G/F) to 
ensure league balance. Player names are also randomized, and 
although the NBA players are not here, resulting combinations 
range from the actual (John Salley) to the humorous (my favorites 
are Artis Starks and Sedale Hardaway!). 

Once set, league play is basically one game at a time, which can 
be coached or auto-played. Teams and players are listed onscreen, 
and as the play by play text scrolls by in a box, the player “cards” 
will reflect the status of the players - scoring, fatigue, and even the 
likelihood of passing or shooting. Designer Tim Brooks has imple- 
mented a “decision grid” which takes into effect the situation at 
hand as well as the skills and location of all the players on the court. 
It is almost as if you are watching the players think out loud. 

One of my favorite parts of the game is what you cannot see. 
Brooks has created many coaching and general manager profiles 
that reside in the background and are not visible if the team is set to 
be run by computer. A team’s ownership can be switched between 
computer and human at any time, and the profile will switch accord- 
ingly. In the draft AI, this computer profile even readjusts as the 
process takes place if the original desired makeup of the team is not 
attained. In gameplay, the computer will determine and change 
strategy depending on what personnel is available and how the game 
is going. Brooks mentions that he spent a lot of time giving the 
computer coaches “teeth,” and this effort provides a solid challenge 
for the human player. 

The box scores generated after the game are thorough and print 
out neatly to one page. Stats can be updated immediately, after 
which up to the minute team and league statistics are available, 
including record books. After playing dozens of games in both fast 


Strategy Plus 





play and coach mode, scores seem to be reasonable, perhaps skew- 
ing slightly to the offense. 

NBN does need some additional features, most of which Brooks 
is either releasing now or has planned for the future. The Pro 
Franchise module will permit player trades and editing (users will 
be able to make an NBA league) and the College Draft sounds like 
it will provide more of a career league option. There will be a 
schedule creator (10-82 games), although it will not be an integrated 
one. Other ideas under consideration are export files for draft/coach 
profiles and game results, play by play text capture and improved 
animation. 


Review 


NCAA 2 


Bethesda Softworks 





I highly recommend this game despite the shortcomings in the 
initial version. It is enjoyable and playable, seems to be clean as a 
whistle technically, and has behind it a designer with a great vision. 
Unless you need an arcade game or a flashy sound and graphic fix, 
you will find much to sink your teeth into with NOTHING BUT 
NET. 

[ can’t fault Bethesda at all for tackling this tremendously diffi- 
cult genre; after all, no one else has even attempted to release a 
good 5-on-5 basketball game since... well, since NCAA1. 
MICHAEL JORDAN IN FLIGHT was E4A’s attempt to use the 
technology developed for flight sims and other more demanding 
games and apply it to hoops, but the decision to make it a 3-on-3 
game sunk that project like a stone. NCAA2 resembles MJIF in its 
technological advances, and is a major step closer to the combina- 
tion arcade game/detailed simulation that we all drool for. 

Graphically the game is pleasant in VGA and beautiful in SVGA: 
detail levels can be toggled on and off but the court “floats” in 








o ? 
o 





id a 





VIRTUAL 
, 4 PHOTO SHOOT 
where you call the shots! Features high quality full-mo- 
tion video action, a custom soundtrack and the most 
beautiful models in the world. Over 90 minutes of video 
to explore for hours of interactive enjoyment. CD $64 


‘PENTHOUSE IN- 
TERACTIVE’ 
brings fantasy to 
the desktop. With 
the Virtual Photo 
Shoot you can 
have one of the 
most envied jobs in 
the world: Pent- 
house magazine 
photographer! 
Penthouse Pets 
star in a private 
photo session 


‘SCISSORS ’N 
STONES’ Step in- 
, side the depths of 
an_ interactive 
erotic arena inhab- 
ited by beautiful 
women who en- 
gage in an all or 
nothing, head-to- 
head competition 
of high stakes. 
Fortunately, the 
stakes are not for 
money but rather 


for articles of clothing. Features include realistic 3D 


graphics and animation, full motion video strip se- 
quences, multiple opponents/difficulty levels and au- 
dio CD sound track included (tracks 2 to 9) CD $29 


IBM INTERACTIVE 


CD Brothel CD $28 
Come Play W/ Me CD$36 
Cybr-Peep Intract CD $19 
Dark Tunnels CD $29 
Desktop Mistress CD $49 
Desktop Voyeur 1 CD $49 
Digital Dancing CD $32 
Dream Girl CD $28 
Dream Machine CD $54 
Fantasies Intract CD $35 
Fox Pack CD $37 
Girlfriend Maria $39 
Girlfriend Speech Pk $19 
Girlfriend Suzie (R) $44 
Girlfriend Teri (R) $49 
Hot Slots CD $39 
Intret Adit Spl WIN CD$12 
Intract Semr Btts CD $54 
Intract Semr Butts 2 $58 
Interactive Lovers CD $45 
Intract Sex Thrpy CD $54 
Int'l Strip Poker CD $24 
Intimate Journey CD $24 
Ladies Clb Pkr Nt CD $26 
Love Slaves CD $39 
Lust Connection CD $39 
Maddams Family CD $39 
Midnight Strangr CD $45 
Mind Teazzer CD $32 
Mustang IntractCD $49 
Neurodancer CD $39 
Nick Steele P.I.CD $59 
Nightwatch Intract CD $39 
Nightwtch Intrct 2 CD $39 
Paradise ClubpCD $39 
Penthouse Intract CD $59 
Penthse Intract 2 CD $64 
Penthse Intract 3 CD $64 
Scisr N’ Stns WIN CD $29 
Secrets Intractive CD $35 
Sorority Hse CD (R) $37 
Space Sirens CD $49 
Spy Club (R) CD $59 
Strip Poker Pro (R) $32 
Strip Poker ProDD 1 $16 
Strip Poker Pro DD 2 $16 
Strip Poker Pro DD 3 $16 
Strip Poker Pro DD 4 $16 
Strip Poker ProDD 5 $16 
Strip Poker Pro DD 6 $16 
Strip Poker ProDD 7 $16 
Strip Poker Pro DD 8 $16 
Strip Poker ProDD 9 $16 
Strip Pokr Pro DD 10 $16 


IBM INTERACTIVE 


Strip Pokr ProDD 11 $16 
Strip Pokr Pro DD 12 $16 
Strip Pot MPEG CD $36 
Surfer Girls CD $39 
Texas Table Dnc CD $39 
Vampire’s Kiss CD $49 
Velvet Dreams CD $35 
Virtual DirectorCD $49 
Virtual Valerie 2CD $39 
Virtual Vixens CD $39 
Virtually YoursCD $49 
WanderLust CD $47 
Winner Takes All CD $39 


IBM FULL MOTION 


Adit Movie Almnc CD $59 
Adv of Mikki Finn CD $39 
Adv of Snatchmn CD $39 
After Dark Trilogy CD $33 
All That Sex CD $24 
Amateur Modis 2 CD $30 
American BuiltCD $24 
Amrs Asian Girls CD $32 
Animtd Fantsies 2 CD$34 
Animtn Seductrss CD $28 
Animtn Temptress CD $28 
Asian InvasionCD = $19 
Bare Assets CD $39 
Bare Truth CD $36 
Best of Dgt XTC 1 CD$39 
Best of InfernoCD $39 
Best of Vivid CD $36 
Bst Barlow Affairs CD $32 
Best of Best V.3 CD $34 
Betrayal CD $36 
Bevrly Hills 90269 CD $28 
Beyond ExplicitCD $28 
Big Bust BabesCD $28 


Big Town CD $39 
Bikini Beach CD $44 
Blind Spot CD $24 


Blond Fever CD $36 
Blond Justice CD $25 
Bodycello CD $12 
Bra Busting Babes CD$25 
Bubble Butts CD $29 
Busen Extra V.1 CD $28 
Busting Out CD $39 
Busty Babes3CD $38 
Butt Of Course CD $26 
Btmn’s Euro Vetn CD $19 
CD Rom Collect CD $26 








‘NG UF O 
DANCER’ BY 
PIXIS Navigate 
through the Neuro- 
Net by hacking into 
the forbidden 
worlds of dark 
mysteries, danger, 
and sensuality. 
Use computer and 
VidFone to obtain 
credits to interect 
with the erotic 
NeuroDanc-ers 
who traverse the 
computer networks 
in search of willing 
viewers. CD $39 


‘VAMPIRE'S KISS’ 
"| Journey through 
® the corridors of the 
* vampire's ancient 
virtual 3D castle. 
Astounding inter- 
active graphics al- 
low you to search 
for the secret pas- 
sageway that leads 
to the vampire's 
private chambers 
and to find out the 
secret of the mys- 


terious "Fountain of Youth". Your actions determine the 
outcome, but beware of things that go bump in the 
night — they just might suck more than your blood! This 


is a full screen, full motion adventure. 


IBM FULL MOTION 


Cafe Flesh CD $24 
California Calndr CD $29 
California Dydrmr CD $29 
Camp DoubleD CD $29 
Candy SnackerCD $24 
Candy Stripers CD $29 
Cat and Mouse CD $39 
Centrfld & Cvrgris CD $24 
Cheating CD $24 
Collectables CD $24 
Condo Cuties CD $34 
Curse of Catwmn CD $24 
Dangerous Binds CD $29 
Debby Ds Dallas CD $38 
Deception CD $24 
Deep Throat CD $29 
Defnd Yr Sex Life CD $24 
Digital Seduction CD $34 
Dirty Debutantes CD $24 
Dirty Laundry CD $35 
Dirty Cartoons2CD $36 
Divorce Law (R) CD $19 
Doors of Passn 2 CD $27 
Electrosex CD $39 
ErotiCafe CD $48 
Erotic Dreams 2CD $32 
Evil Seductress CD $26 
Evil Woman CD $24 
Fantasy CD $24 
Fisherman’s Wife CD $38 
Frat Girls Db| DCD $29 
Full Motion Prdct CD $29 
Fury CD $39 
Girlfriends V.1CD $24 
Girls Doin’ Girls CD $25 
Girls Big East CD $39 
Girls Games CD $32 
Girls Mardi Gras CD $39 
Girls Sunset Strip CD $34 
Girls with Girls CD $29 
Graduation FU.CD $39 
Group Therapy CD $39 
Heidi's Girls (R) CD $39 
Hidden AgendaCD $39 
Hidden Obsessns CD $25 
Hollywd Bkr Chks CD $39 
Hollywd Scandal CD $19 
House of Dreams CD $24 
Hs Sleep Beauty CD $23 
Immortal Desires CD $25 
Indiscretion CD $35 
Insatiable CD $24 
Interactive Adventures of 

Chessie Moore CD $39 


CD $49 


IBM FULL MOTION 


Jiggly Queens CD = $24 
Kama Sutra CD $38 
Kelly EighteenCD $24 
L.A. Strippers CD $34 
Lady Clb Pool NtCD $28 
Legend 4 CD $25 
Legends of Prn 2 CD $24 
Loads of Fun CD $32 
Love Bites CD $26 
Main Street USA CD $26 
Mark of Zara CD $38 
Married Women CD $39 
Mask CD $25 
Menage ATroisCD $26 
Mind Shadows CD $25 
Model’s Memoirs CD $22 
Murphy’s Brown CD $24 
My First Time CD $24 
Myst. of Orient 2 CD $24 
Naked Edge CD $26 
Nasty Nurses CD $29 
Nghty “Butt” Nice CD $29 
New Lovers CD $24 
New Wave Hkrs 2 CD $24 
Night Trips 2 CD $25 
Night Drive-In (R) CD $26 
Nova Collet V3CD $24 
One Nine Hundrd CD $33 
Orient XPressCD $29 
Other ChelseaCD $39 
Pandor....AAAH’S CD $22 
ParlorGamesCD $25 
Passion Files CD $25 
Passion Toys CD $19 
Pixis Adult SmpirCD $6 
Playboy Intrviews CD $59 
Pleasing Your Lvr CD $25 
Pleasure: Mt Wst CD $28 
Princess of Persia CD$34 
Private Collection CD $48 
Project X CD $36 
Racquelle Relsd CD $34 
Rain Women CD $38 
Rimfire Pacfc Vid CD $32 


Sakura CD $24 
Secrets CD $24 
Seductions CD $24 
Sex CD $25 
Sexlandia CD $36 


Sexual Obsession CD$29 
Semr Butts Away CD $36 
Semr Bts Parads CD $36 
Semr Bts Hnymn CD $36 
Sharon StarletCD $24 
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‘NIGHTWATCH 
INTERACTIVE 2’ 
Join the beautiful 
late-night security 
guard as_ she 
makes her rounds 
at the most erotic 
and luxurious hotel 
in the civilized 
world! Use the 
monitor map to see 
what your naughty 
- residents are up to 
- they're sure to 


keep you busy as you explore the sex-styles of the rich 
and shameless! But keep an eye out for her boss Dick 
- if he catches the two of you fooling around on the job, 


you'll have to decide her punishment. 





IBM FULL MOTION 


Sinful Girls CD $32 
Sinfully Yours CD $29 
Sizzle CD $36 


Sorority Sluts CD $29 
Southern BelleCD $36 
Steamy Windows CD $25 
Supr Mdl: Exotic CD $39 
Suprstars of Porn CD $24 
Swap 2 CD $24 
Sweet CheeksCD $29 
Swingrs Wridwd1 CD $34 
Take Me HardCD = $32 
Tste of Erotica Sp|CD $8 


Temptation CD $28 
The Coven CD $25 
The Devil Ms Jns CD $29 
The Face CD $35 
The Vision CD $24 
Top Heavy CD $18 


Topless DancerCD $29 
Touch Me, Fi Me CD $33 
Tracy | Love You CD $24 
Treasure Chest CD $24 
Ultimate Teasers CD $26 
Ultra Sex V. 2 CD $26 
Urotsukidoji Collet CD $65 


Virgins V. 1 CD $39 
Virtual Vivid CD $8 
Volcano CD $34 
Wanda 2 CD $24 


Wet Dreams CD $18 
Wck Q-Tm Movie CD $39 
Wicked Whispers CD $29 
Wild Innocence CD $29 
Wmn Bevrly Hills CD $39 
X-Rated Bloopers CD $27 


IBM STILLS 


101 Sex Postns 2 CD $39 
3D Beauties CD $19 
3D Darling CD $34 
3D Dream Girls CD $25 
94-95 Calender CD $29 
Adit Pict Library 2 CD $18 
Amateur Allstars CD $26 
Amateur Models CD $22 
American Girls 2 CD $29 
American Pie CD $19 
Asian Hot Pix CD $19 
Asian Palate2CD $36 
Biker Babes CD $29 
Blond Bombshells CD $29 


CD $39 


‘VIRTUAL VIX- 
ENS’ BY PIXIS 
Save your friend 
from Crystal, who 
has imprisoned 
him in a VR Plea- 
sure World, for his 
failure to please 
her. You must sat- 
isfy three women 
before you can 
reach Crystal and 
solve the mystery 
of her strange, 
erotic existence. A 
_VR science fiction 
adventure with 3D 
animation. CD $39 


IBM STILLS 


Bodacs Beauties CD $34 
College Girls CD $36 
Creme de la Crm CD $29 
Double Play Vol 2 CD $36 


Erotica CD $42 
European Erotica CD $29 
Eurotica CD $19 


Exotic Girls 3 in 1 CD $19 
Exotic Poses1CD $22 
Expose CD $24 
Extreme Delight CD $28 
G.I.F.s keep Givg CD $27 
Girls Steven J Hk CD $29 
Girls of Vivid V.2 CD $32 
Girls on Girls CD $34 
Girls, Girls, Girls CD $29 
Heavenly Body 3CD $39 
High Vol Nudes CD $28 
L.A. Lust CD $19 
LadyinSpainCD $29 
Leather&LaceCD $29 
Local Girls V.2CD $22 
Lovely Ladies !1CD $26 
Northern Delights CD $32 
Nova Collection 2 CD $24 
Overexposed CD $39 
Private Vid Mag 1 CD $29 
Public Fantasies CD $29 
Select A Pet CD $29 
Sex Planet CD $12 
Sexiest Women CD 2 $24 
Southrn Beauties CD $34 
Sweet Dreams CD $29 
Total Fantasy CD $24 
Undrgrnd Adit Rfr CD $26 
Women of Venus CD $22 


3D0 ADLUT 


American Blond $32 


Blind Spot $32 
Blond Justice $32 
Blondage $32 
Immortal Desire $32 
Intimate Journey $32 
Love Bites $32 


Naked Revenge $32 
Pimbrs Don’t Wr Ties $49 
Sex $32 
Steamy Windows $32 
Super Mdls Go Wild $32 
The Coven $32 
Voices in My Bed $32 
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cyberspace. Surrounded by a hue of your choice, there is the ball, 
the court, and ten players; hanging in the air are two backboards. 
While I’m certain that this was done to enhance the game speed, it 
sure looks weird. In fairness, the digitized players do move fluidly; 
faking, driving, passing and stopping to pop a shot in a believable 
fashion. The camera can be zoomed in or out and positioned behind 
the basket or to pan along with the action. You can get stuck in a 
bad position where players block your view of the ballhandler — a 
royal pain — but most users will probably find a comfortable setting 
and stay with it. 

On the disks are the NCAA teams of the past few years, although 
everything from names and jersey numbers to stats and positions are 
editable. You can play or coach, set the difficulty level to compen- 
sate, and choose a single game or a tournament. In the tourney set- 
ting there is also an option to use the historical seeding or randomly 
generate your own; once done, a game, a round or the entire tourna- 
ment can be autoplayed. To guide one team through the brackets, 
select that team’s first matchup and play the game, then auto-play 
the remaining games in the round to move on. Don’t expect much 
more than a generic digitized celebration for your victory. 

Like most sports games lately, the stats and ratings are thorough 
but probably need some more fine tuning. I found that centers were 
outside going for threes, losing teams went for the foul with incredi- 
ble passion, and court-length passes were thrown with pinpoint 
accuracy. An upcoming patch addresses some of these issues. In 
arcade mode, the control is intuitive (although the inbounds pass 
involves two selections that often found me violating the 5 second 
rule). For those unfamiliar with the game, the manual includes a 
comprehensive list of terms, slang and rules that is a good read for 
anyone. 


There is a simple statistical database that will give a leader list for 


historical or accumulated gameplay stats. This 1s okay, but a more 
sortable format would have been desirable, as well as the ability to 
list more than the top ten or twenty players in the selected category. 
I found only a few buglets in the game - occasionally a random 
bracket generation would have some brackets with two #1s, #2s and 
so on while the opposite one would get two #15s or #16s. Also, a 
few users have had problems getting the sound to work properly (a 
problem | still battle) although there are the noises of clanging rims, 
squeaking sneakers, crowd cheers, PA announcers and the Queen 
standard “We Will Rock You” somewhere under there. 

NCAA2 is both an arcade game and a simulation, but may not do 
both well enough to satisfy owners who want only one game to play. 
Stat fanatics are going to continue to play games like CACTUS 
LEAGUE BASKETBALL which are incredibly accurate, and if the 
upcoming NBA JAM is anything like the mall arcade version, the 
joystick jockeys might go for that one. Still, Bethesda has neverthe- 
less put out a very decent game that’s fun to play; I hope they find 
an audience that appreciates it for what it is. 


Review 


Cactus League Pro 
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The folks down in Austin, Texas are back again with even more 
improvements to what is the most accurate text basketball game on 
the market. For those unfamiliar, CACTUS PRO is so realistic that 
if a season is replayed, the program can be set to automatically 
make every real life roster move on its exact historical date. 
Version 4.0 includes enhanced play by play text (which will now be 
able to be saved to file word for word, even in autoplayed games!), 
new rules, and expanded utility modules. 
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Remote league players will no longer have to struggle with swap- 
ping floppy disks around; the new version will permit the transfer 
files to be stored neatly into a subdirectory for easy import and 
export. Kudos to Ralph Rhoades and crew for listening to their user 
base and implementing worthwhile suggestions! 

Another improvement will be separate record books for multiple 
leagues; now, finally, users can have specific “best of” lists as well 
as a combined historical compilation. The criteria for the leaders 
has also been modified to keep pace with the current rules and regu- 
lations. 

CACTUS offers past season disks, same day shipping, excellent 
customer service (phone, fax, mail and its own BBS). Coaches have 
some input (call plays, set defenses, substitute) but the players do 
the work here. Go elsewhere if you need graphics, arcade play or 
puppet-like player control. Buy CACTUS PRO if you want an 
NBA that plays like the NBA. It’s really that simple.U 
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o you evicted all the demons from Mars and want a vaca- 
tion back home on Earth. Well... id has other ideas. The 
only way you’re going to be able to kick back and relax is 
to run, jump and shoot your way through another thirty-plus levels of 
mayhem and carnage. 

What’s a Marine to do? Well, the first thing to do is to know your 
equipment. Only two items have been added to the Marine inventory. 
One is the megasphere. A megasphere will boost your health and 





armor to 200%. When you see one of these babies, it’s time to worry; 


trouble usually follows in large numbers. 

The other new item is the combat shotgun. Overall, it is my 
favorite weapon. Sometimes it will seem like it takes forever to 
reload (and it does), but when you fire, lots of critters go away. You 
can kill masses of troopers and sergeants with one shot. Two imps 
will frequently go down when this weapon is used at close range and 
its wide shot pattern ensures that someone will get hit at longer dis- 
tances. Specters, demons and lost souls all die with one shot and 
cacodemons only take two and part of a third to go down. 


Better the devil you know 

Id has added seven new monsters to the mix and they are all anx- 
ious to roll out the welcome mat and give you a big wet kiss. The 
first greeter you encounter will be the chaingun dude. They take 


seven bullet equivalents (BEs) to kill, one more than imps. They, like 


their pistol and shotgun wielding brethren, are annoying from long 
distance, since the only notice you get that you’re being shot at is a 


bullet puff, or getting shot. They seem to be better shots than their 
siblings, which makes it unwise to use a chaingun on them. Even two 
can chew you up pretty good before succumbing to your bullets. | 
prefer using the combat shotgun or a plasma rifle unless they are at 
long range; then you’re stuck using a chaingun or rockets. 


Revenants 

Revenants are the most troublesome, outside of cyberdemons. 
They take thirty BEs to kill, they move faster and are more aggressive 
than any other monster in the game, the rocket they fire will do half 
the damage of yours and it is guided. The worst of it is, they have a 
punch like a Missouri mule. Never ever let a revenant get close 
enough to punch you; in close quarters they will put your lights out 
before you know what hit you. If you have walls to duck behind, use 
whatever’s handy to take them out, but if there are open stretches 
between you and them, use the rocket launcher or the BFG. That 
sounds extreme, but trying to be economical while dodging missiles 
in an open area is a good way to get dead. They hunker down just 
before they fire. What seems to work best when dodging in the open 
is to make a Laceermustid running strafe towards the missile and just 
past its flightpath so it commits to a turn and then run towards the 
revenant. This procedure bears a close resemblance to that used to 
dodge air-to-air missiles in a flight sim. My personal preference is to 
use the combat shotgun and duck behind a wall to reload. That way 
I’m not tempted to linger for another shot and collect one of their 
rockets. 


Hell knights 

Hell knights are wimpy versions of barons of hell that take fifty 
BEs to kill (Barons take 100 BEs). They pack the same death-deal- 
ing green fireballs, so don’t stand around and take pictures. Three 
rockets will put them away. There is a difference in coloration 
between barons and knights, but you’re usually too busy dodging 
their fireballs or trying to get off a couple of quick rocket shots to 
notice. If you encounter one of them alone, you might try using the 
combat shotgun if you’re hard up for rockets. but I wouldn’t. If 
you are given leisure to study them you can tell knights from barons 
by their shortness of stature and the brownish cast to their features 
and pants. Barons of hell are taller and pinkish, at least at close 
range. 

Arachnotrons are nearly as annoying as their big brother, the spider 
mastermind. True they only take fifty BEs to kill, but they have a 
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plasma rifle, just like you. Here again, three rockets will do them in 
and that is the best weapon to use on them because of the rocket 
launcher’s high rate of fire. 


I feel your pain 

Pain elementals are large one-eyed monstrosities with horns. They 
can absorb forty BEs before dying, same as their cacodemon relatives. 
When you see one (or, perish the thought, several), kill them immedi- 
ately unless you like being nibbled to death by lost souls. Use a shot- 
gun, combat shotgun or the BFG on them, but don’t use the rocket 
launcher, cause sure as God made little green apples, you’ll fire a 
rocket just as one of those flying skulls jumps right in your face. The 
two shotguns are good choices, as they will kill off the constant 
stream of skulls coming at you, while any stray pellets will put dam- 
age on the elemental. 

Archviles are the last new monster you will encounter. They 
require seventy BEs to get rid of and when they hit you with the 
flames of hell it will hurt— we’re talking a BFG strength blast here 
that will toss you around like a rag doll. If you leave them alone, they 
will cheerfully reincarnate all those critters you just stamped “return 
to sender” on. For all of that, they’re not hard to deal with. There are 
never more than one or two of them and a BFG blast kills them dead 
quite nicely. Their attack is easy to duck. Once you see flames form 
in front of you, move until the flames Steep Peat, then blow the dude 
away. 

Many of the levels in DOOM II require you to tread very narrow 
pathways over acid pools. I found that it is far easier to do so if you 
navigate while looking at the map in extreme closeup. 

As for the cheat codes, they are unchanged except for IDCLIP, 
which replaces IDSPISPOPD and allows you to walk through walls. 
IDDQD puts you in God mode, where almost nothing can hurt you 
(would you believe you can actually die in God mode on level thir- 
ty?). IDCLEV followed by a number sends you to that level. IDBE- 
HOLD followed by S gives strength (berserk mode), V for invincible, 
L for light amplification, R for radiation suit, A shows full automap 
and | makes you invisible. IDCHOPPERS gives you the chainsaw. 
IDDT is a three-position toggle that may be used when looking at the 
map to show the entire level and its contents. IDKFA gives you all 
keys, full ammo and every weapon, but you can also type IDFA and 
have the pleasure of earning your keys the old-fashioned way. 

Access to secret level thirty-one is gained when you clear the small 
complex of buildings across the acid pool to the southwest on level 
fifteen. Access to level thirty-two is through a series of small rooms 
leading off the normal exit room located in the southwest corner of 
the map. 


I think Pll end it all 

The best way to beat level thirty is not to play it! Declare a victory 
and go home! But, if you simply must, here’s how it goes: As soon as 
you come out of the transporter, run, do not walk, left until you see a 
large horned head. The head is the toggle for an elevator. Take the 
elevator and run to the other end of the platform where you will find 
another head and toggle it. Step on that platform and run to the center 
where there is a recessed area containing a head wired for sound. 
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Press the space bar. Doing so will turn on the central pillar elevator. 
Wait for it to rise and then jump off onto the acid floor, run up to the 
pillar and press the space bar again. Make the rocket launcher the 
active weapon. As soon as you get on the elevator platform save the 
game! Just before the platform rises to its full height, fire a rocket 
towards the opening in the large skull where those boxes are coming 
out. If you hit, the creature will groan in pain. If you don’t hear a 
groan, reload and try again. If you did score, jump off the platform 
and toggle the elevator so it rises again. Step on the platform and 
save; let it rise and fire a rocket. Repeat until successful. The hor- 
ror... the horror. 
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DELTA V 
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Ss more and more computers saturate 
the home market it comes as no sur- 
prise that there are more quality 
action titles being released for the computer. 
These used to be the domain of the cartridge 
console systems, but the power and graphic 
ability of the average PC puts most consoles to 
shame. A perfect example of this is Delta V, a 
new first-person action game from Bethesda 
Softworks, which is so fast-paced that it could 
never be produced on a console system. 





The plot unfolds 

The premise (outlined in the excellent man- 
ual) of Delta V is that you are a Netrunner for 
the Black Sun Corporation, one of those big 
corporations that run the world in the cyber- 
punk version of the future. Netrunners are 










Designed and Published by: Bethesda Softworks 
Systems: IBM PC 

Requirements: 386/25 and above (486-33 highly recommended), 4 
MB RAM, 25 MB of hard disk space, mouse 

Graphics: 256 color VGA 

Supports: Thrustmaster FCS 

Sound Support: You name it, it supports it 

Copy Protection: Manual lookup 
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cyber-enhanced people who navigate cyber- 
space, collecting the valuable data of other 
companies by force. You will also have to 
protect Black Sun’s data from other 
Netrunners, since we all know that data is 
money and money is power. Your weapon is 
the Delta V trace, a piece of software that 
allows you to penetrate the enemy ICE 
(Intrusion Countermeasure Electronics) and 
defend yourself. 

The speed of the trace is determined by how 
close it is to the Netlattice, which is the trench 


that you’ll be spending most of the game in. If 


you leave the trench, you are not only an easier 
target for other traces, but heat buildup starts to 
deplete your shields. You will be spending a 
lot of time moving in and out of the trench to 
gain speed and reduce the heat of your trace. 

All would be quite easy if the trench were 
clear, but of course there are plenty of obsta- 
cles in your way. There are the enemy traces 
and ICE, matrix defense drones, neural mines, 
electro-synaptic gun turrets, and actual physi- 
cal obstacles that block your path in the trench. 
You will be traveling at extremely high speed 
and will be forced to try and maneuver around 
these fixed objects. 
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Loose translation 

What all of this means is that Delta V is 
another representation of what it’s like to 
plunk humans into data. All of the objects are 
supposed to represent software locks and such, 
but what it all ultimately means is that you fly 
around and blast away. If you shoot the things 
you are supposed to shoot, you are rewarded 
with money and can upgrade your trace with 
better armor and weapons. 

On an average mission you will find your- 
self shooting at the various targets, but do not 
go nuts shooting at everything in sight as that 
will quickly deplete all of your energy. The 
more powerful weapons use more energy, so 
often times you will be forced to hang low and 
dodge the enemy, which will conserve enough 
energy that will be needed to complete the goal 
of the mission. You can also find power-ups 
along the way that will recharge your energy 
and shields. 

The game has very good sound, with typi- 
cal techno-ish background music and teeth 
rattling digital explosions. There are voice 
warnings from the computer telling you 
when things are going bad. Graphically, 
Delta V is a mixture of polygons with 
Gouraud shading and bitmapped explosions. 
There are bitmaps on some of the objects, 
but for the most part they are clean poly- 
gons. I’ve never minded polygons for space 
sims, and it certainly does help speed up the 
gaming action. 


Too fast? 

In fact, wouldn’t you know that the main 
problem with Delta V is that it runs too fast? 
While we complain about the frame rate in 
most modern simulations, this game runs at 
one speed - blisteringly fast, and that causes 
some problems when trying to squeeze your 
way through some tight spots in the trench. 
You'll often find yourself running into some- 
thing repeatedly because on impact your trace 
moves backward and immediately starts accel- 
erating again. 

Shoot ‘em up fans will not be disappointed 
with Delta V, as it really doesn’t aspire to be 
anything but that. The missions are all for the 
most part, “find object A and shoot it,” so 
gamers expecting complex missions like in X- 
Wing likely to be disappointed. However, 
those looking to fly around and shoot things at 
an extremely high speed will likely find a lot to 
like in Delta V.O 

Steve Bauman 
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Mel shoulda fixed that fence yesterday! 





Strategy Plus 


6 Bttn Arcad Pwr Stk 
6 Button Control Pad 
Aura Interactor 

F-16 Wireless Contrl 
Fighter Stick 

Game Gun CD 
Genesis Activator 
GEN CD Bkup Cart 
GEN 2 RF Unit 

GEN System 2 core 
GEN Sys Sonic 2 
GEN Sys/Lion King 
GEN Team Player 
Mega Mouse 
Remote Arcade Sys 
SG Pro Pad 2 


3 Ninjas Kick /Hk CD 


Addams Family Values 


Ad Btmn & Robin CD 
Aero Acrobat 2 GA 
Akira CD 

Alien Trilogy CD 
Baby Boom 

Batman & Robin 
Beavis & Butt-Head 
BlackThorne 
Bonkers 

Boogerman MA-13 
Bouncers CD 

Bubsy 2 GA 

Cadillcs & Dinosr CD 
Chuck Rock 2 
Cliffhanger 

Corpse Killer CD 
Dashing Desperados 
Death of Superman 
Demolition Man 
Desert Demo w/RR 
Dracula 

Dragons Lair CD 
Dynamite Headdy GA 
EarthWorm Jim GA 
Ecco Dolphin CD GA 
Effacer CD 
Flashback CD 
Flintstones Movie 
Frankenstein 

Grt Cre Myst w/Mcky 
Home Improvement 
Incredible Hulk GA 
Itchy & Scratchy 
Jungle Book GA 
Jurassic Park Rmpg 
Lawnmower Man 
Lion King GA 

Mad Dg McCree CD 
Mike Jordan:Chaos 
Mickey Mania CD GA 
Myst CD 

Out of this World CD 
Penn & Teller CD 
Pitfall GA 

Power Rangers GA 
Rise of Dragon CD 
Scooby Doo 
Shadow of Bst 2 CD 
Snatcher CD 

Sonic Hedgehog 4 
Space Ace CD 
Spidy:Max Carnage 
Star Trk Nxt Gen CD 
Star Trk:Dp Space 9 
Sylvester & Tweety 
Tazmania:Esc Mars 
The Mask 

The Punisher MA-13 
Tinhead GA 

Toe Jam & Earl 2 
Vikings 2 

Who Sht Jon Rk CD 
Wolf Child 

Wondr By/MnstWrid 
Young Indy Jns CD 


Ballz MA-13 

Brutal CD MA-13 
Clayfighter 
Dragon:Bruce Lee 
Eternal Chmp MA-13 
Fatal Fury Speci CD 
Fatal Fury 2 GA 
Justice League 

King of Monsters 2 
Mazin Saga 

Mortal Kombat CD 
Power Instinct 

Rise of Robots CD 
Samurai Showdown 
Streets of Rage 3 
Supreme Warrior CD 
TMNT:Tournamt Ftrs 
Virtua Fighters 


After Armageddn CD 
Battletech GA 
CyberCop 

Dark Wizard CD 
Dungeon Master CD 
Eye of Beholder CD 
Lord of the Rings 
Lunar CD MA-13 
Might & Magic 3 
New Horizons GA 
Phantasy Star 4 
Revngrs Vengnc CD 
Shadow Run MA-13 
Shining Force 2 GA 
Vay CD MA-13 


AX 101 CD 

Battle Frenzy CD 
Contra Hard Corps 
Crime Patrol CD 
Drug Wars CD 

Exo Squad 
Gauntlet 4 

Lethal Enforcers 2 
Mad Dg McCre 2 CD 
Mega Turrican 
Rebel Assit: 3D CD 
Soul Star CD 

Star Strike 2000 CD 
Subterrania 
Surgical Strike CD 
Total Carnage CD 
Urban Strike MA-13 
Zero Tolerance 


Al Unser Jr Racing 
Battle Corps CD 
Daytona USA 
ESPN SpeedWorld 
Formula 1 GP CD 
Megarace CD 
Monster Truck Wars 
Outrunners GA 
Pacific Theater Ops 
Road Rash 3 
SeaQuest DSV 
Skitchin’ MA-13 
Speed Racer 


Super Strike Trilogy CD 


Thomas Tank Engine 
Tomcat Alley CD 
Virtua Racing GA 


Aero Biz Supersonic 
Animaniacs GA 
BreakThru 

Caesars Palace 
Columns 3 GA 

Dune CD GA 
Genghis Khan 2 
Jeopardy CD 
Lemmings 2:Tribes 
Liberty or Death 
Nobunaga's Ambition 
Operation Europe 
Powermonger CD 
Risk GA 

Shanghaii 2 GA 

Star Wars Chess CD 
Theme Park 

Warrior Rome 3 CD 


Bass Masters Classic 
Bill Walsh Coll FB 95 
Brett Hull Hockey 95 
Champ Soccer CD 
College Fball 94 GA 
ESPN Baseball CD 
ESPN Football CD 
ESPN Hockey GA 
FIFA Int'l Soccer 95 
Gif Mag 36 Holes CD 
Hardball 94 GA 

IMG Int'l Tour Tennis 
Joe Montana FB CD 
Legends of the Ring 
Madden Football 94 
Madden Football 95 
NBA ACTION GA 
NBA Live 95 

NFL Sprtstalk FB 95 
NHL Hockey 95 GA 
Rugby World Cup 95 
Slam City CD 
Tecmo Baseball GA 
Tecmo Super Bowl 2 
WWF:Raw 





‘POPFUL MAIL’ 
Ghosts from the past 
that nearly destroyed 
Popful Mail's world 
are about to return to 
wreak havoc. You 
play one of three ad- 
venturers who are 
the only hope in a 
second coming of 
evil. Offers changing 
characters anytime 
during the game, 2° 
hours of spoken dia- 
log, and 20 min. of 
heart-pounding ani- 
mation! CD $49 
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LICENSED RY SlGA ENTERPRISES, LID 
FOR PLAY ON THE SUGA CD™ SYSTEM 


SUPER NINTENDO 


ENTERTAINMENT SYSTEH 


‘FINAL FANTASY 3’ Ages ago, Espers were imbued with 
magic, but they destroyed each other. Centuries after an Esper, 
frozen solid since the ancient wars, is unearthed. Again there 
are magical attacks. Who is behind the powers? $66 





‘ESPN NATIONAL 
HOCKEY NIGHT’ 
Now you and up to 
three friends can 
face off for an entire 
84-game NHL sea- 
son, including the 
Stanley Cup Play- 
offs. Features ultra- 
realistic checking 
and ESPN feel. Of- 
fers two different 
perspectives for 
game play, make 
on-ice line changes 
& save every game 
and player stat. $58 
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‘RISE OF THE ROBOTS’ As an experimental cyborg, your 
dexterity and survival skills will be put to the test. Offers an 
array of technological monstrosities & unique artificial intelli- 
gence programming for each enemy. $62 
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Genesis 32X Systm 
After Burner 

Alien Trilogy 
C2:Judgment Clay 
College Basketball 
College Football 
Corpse Killer 
Cosmic Carnage 
CyberBrawl 

Doom 

Fahrenheit CD 

Golf Mag's 36 Holes 
Kingdm:Far Reaches 
Metal Head 
Midnight Raiders CD 
Mortal Kombat 2 
Mother Base 
Motocross Champ 
NBA Jm Tournmt Ed 
Night Trap 

Slam City 

Star Wars Arcade 
Stellar Assault 
Super Space Harrier 
Supreme Warrior 
Surgical Strike CD 
Tee Off 

Tempo 

Tomcat Alley CD 
Virtua Racing Deluxe 
Wirehead CD 


Acii Pad 

Game Genie 

Power Plug 

Pro Pad Programmbl 
Super MTap & Bbmn 
Super Multitap 
Super Nintendo Sys 
SNES No Software 
Wireless Control Pad 


Addams Fam Values 
Ad Batman & Robin 
Akira 

Aladdin 

Beavis & Butt-Head 
BlackThorne 
Captain Commando 
Castle Wolfenstn 3D 
Crazy Chase 

Death of Superman 
Demon's Crest 
Donkey Kong Cntry 
Dracula 

EarthWorm Jim 
Hurricanes 
Incredible Hulk 
Izzy's Olympic Quest 
Jelly Boy 

Jurassic Park 2 
Lawnmower Man 
Lion King 

Mega Man X 2 

Mike Jordan:Chaos 
Pagemaster 

Pitfall 

Power Rangers 
Radical Rex 

Ren & Stimpy Shw 2 
Run Saber 

Shien’s Revenge 
Sparkster 

Speedy Gonzales 
Spidy:Max Carnage 
Star Trek Next Gen 
Star Trk:Dp Space 9 
Super Godzilla 
Super Return of Jedi 
Sylvester & Tweety 
T2:Judgement Day 
Tarzan 

The Mask 

Time Slip 

Vikings 2 

Virtual Bart 
X-Kaliber 


Exo Squad 

Fire Striker 

Fire Team Rogue 
Galactic Defenders 
Lethal Enforc w/gun 
Metal Morphin 
Operation Thndrbolt 
Super Metroid 
Super R-Type 3 

Tin Star 

View Point 

Vortex 


$159 
$46 
$62 
$59 
$62 
$59 
$59 
$59 
$59 
$59 
$52 
$62 
$59 
$59 
$56 
$69 
$56 
$52 
$62 
$59 
$59 
$52 
$59 
$59 
$59 
$52 
$56 
$59 
$59 
$59 
$52 


$24 
$36 
$34 
$19 
$59 
$32 
$149 
$109 
$42 


$56 
$59 
$59 
$46 
$54 
$52 
$59 
$52 
$49 
$59 
$59 
$64 
$29 
$66 
$52 
$54 
$54 
$54 
$56 
$29 
$64 
$59 
$54 
$54 
$61 
$62 
$54 
$56 
$29 
$54 
$52 
$52 
$64 
$56 
$56 
$54 
$63 
$59 
$29 
$52 
$59 
$29 
$52 
$52 
$29 


$52 
$52 
$56 
$56 
$64 
$58 
$54 
$56 
$56 
$48 
$54 
$56 


Ballz 

Battle Blaze 
C2:Judgment Clay 
Dragon:Bruce Lee 
Fatal Fury 2 

Fatal Fury Special 
Fighters History 
Justice League 
Kendo Rage 

King of Monsters 2 
Kung Fu:Legend Cnt 
Mortal Kombat 2 
Peace Keepers 
Power Moves 
Ranma 1/2 2 

Rise of the Robots 
Samurai Showdown 
Shaq-Fu 

Super Street Fghtr 2 
WCW Super Brawl 
World Heroes 2 


Brain Lord 

Brandish 

Breath of Fire 

Curse of Azure Bnds 
Dragon Warrior 5 
Final Fant Myst Qust 
Final Fantasy 3 
Golden Empire 
Illusion of Gaia 

Lord of the Rings 
Lufia 2 

Might & Magic 3 
New Horizons 
Runes of Virtue 
Ultima 6 

Ultima 7:Black Gate 
Wizardry 5 


Aero Fighters 

Air Strike Patrol 
Carrier Aces 

ESPN SpeedWorld 
Freeway Fly Boys 
Full Throttle Racing 
Mike Andrti Indy Car 
Monster Truck Wars 
Nigel Mnsll Indy Car 
Speed Racer 

Star Trek:Strflt Acad 
Street Racer 

Super Battle Tank 2 
Super F1 Roc 2 
Super Off Road:Baja 
Top Gear 3000 


Turn & Burn: No Fly Zn 


Wild Trax Stunt Rer 
World Champ Rally 


Aero Biz Supersonic 
Animaniacs 
Civilization 

Genghis Khan 2 
Lemmings 2:Tribes 
Lord of Darkness 
Jeopardy 2 Deluxe 
Metal Marines 
Nobunaga’s Ambition 
Operation Europe 
Pac Man 2 

Pinball Fantasies 
Risk 

Romance 3 Kngdm 3 
Shanghaii 2 

Super Bomberman 2 
Super Pinball 

Super Tetris 


Bass Masters Classic 
Bill Walsh Coll Fball 
Brett Hull Hockey 95 
ESPN Football 
ESPN Hockey 

FIFA Int'l Soccer 

Int'l Suprstar Soccer 
Looney Tunes B-Ball 
Madden Football 95 
NBA Jam Session 
NBA Live 95 

NHL Hockey 95 
Slam Masters 

Spr Bases Loaded 3 
Super Punch Out 
Tecmo Super Bowl 2 
Troy Aikman Football 
WWF:Raw 


$52 


$58 
$59 
$62 
$56 


Jaguar System $249 
Jaguar CD System $199 
Alien Vs Predator $56 
Blue Lightning CD $52 
Brutal Sports Fball $58 
Checkered Flag 2 $59 
Club Drive $52 
Doom $59 
Dragon:Bruce Lee $52 
Hover Strike $52 
Kasumi Ninja $59 
Tempest 2000 $52 
3DO System $399 
Doom $56 
GEX $52 
Horde $52 
Megarace $44 
Off World Interceptor $52 
Road Rash $56 
Samurai Showdown $52 
Star Control 2 $52 
Star Trek Next Gen $54 
Supr Street Ftr 2 Trb $59 
Way of the Warrior $52 
Neo Geo Gold Sys $569 
Neo Geo CD Sys $569 
Aero Fighters 2 $199 
Agressrs Drk Kmbt $199 
Fatal Fury Special $199 
King of Fighters 94 $199 
Samurai Shwdwn 2 $229 
Super Sideks Scr 2 $199 
Top Hunter $169 
World Heroes 2 Jet $199 
GG Sys Lion King $129 
Beavis & Butt-Head $34 
Caesars Palace $29 
FIFA Int'l Soccer $34 
Mortal Kmbt 2MA13 = $39 
NFL FB 95 Joe Mntn $38 
Shining Force 2 GA $42 
Smash TV $14 
Sonic Triple Trouble $38 
X MEN 2:Game Mst $38 
CD-I 200 Mgnvx Ply $359 
CD-I 220 Philips Ply $399 
7th Guest Digt Video $52 
Axis & Allies $44 
Burn Cycle $46 
Dragon’sLr2DgVid $44 
Inca $44 
Mad Dog McCree $52 
*FREE GAME 


OFFER 


Buy 3 from the list below, 
Get 1 of lesser value 
FREE from the list below. 
All 4 games must be in 
stock at the time of pur- 
chase. Offer good from 
2/1/95 to 2/28/95 or while 
supplies last. 


Genesis: Chuck Rock $29, 
F16 Wireless Control Pad 
$39, General Chaos $29, 
Joe Montanna FB CD $29, 
Madden FB 94 $36, Mor- 
tal Kombat CD $24, NBA 
Action $29, Nobunaga's 
Ambition $39. 


SNES: Bill Walsh Coll. FB 
$39, Dracula $29, Lawn- 
mower Man $29, Power 
Moves $29, Run Saber 
$29, T2 Judgemt Day $29, 
Virtual Bart $52, Wizardry 
5 $39, X-Kaliber $29. 


Game Gear: NBA Action 
$29, Pro Pouch $9, Psy- 
chic World $14, Smash TV 
$14, Super Golf $14, 
Woody Pop $9 

3DO: Battle Chess $39, 
Dragons Lair $49, Fatty 
Bears Fun Pack $29, Putt 
Joins Parade $29, Sewer 
Shark $39, Stellar 7 $39 


FEB SPLUS 1 








nce in awhile [thank the lord] a 
game is released which not only 
redefines computer gaming 
[VIC-20] but sets a new standard of excel- 
lence [bribe in hand] other games will no 
doubt be required to surpass. Body Count 
(BC) [start with the programmers] repre- 
sents another entry into the growing genre of 
first-person, point-of-view action oriented 
games [DOOM wannabe]. 

The United Nations has been infiltrated by 
a terrorist group [Carlos is sauced] which 
has seized many of the world’s leaders [is 





Let me outta here 


errorists are threatening national 
security, gangs have bounties on 
your head, and drug lords are wheel- 
ing and dealing around town. Welcome to 
the high-stakes world of police work in 
American Laser Game’s latest canned-video 
shooter title, Crime Patrol. 

Now that Daryl Gates has turned in his 








BODY COUNT 


that bad?] and are holding them hostage. 
Two previous attempts at rescue have failed 
[should’ve learned their lesson] and it’s up 
to you, as an elite commando /“J won’t be 
back!’’| to slip into the basement of the com- 
plex and, floor by floor, eradicate the enemy 
[shoot yourself first]. Ultimately, the play- 
er’s quest [return the game for a refund] is to 
free the hostages by ascending the towering 
structure, until he finally reaches the upper- 
most level [obviously to jump off for play- 
ing the game this long]. 

Not only is BC a unique tale [Diehard] 





CRIME PATROL 


badge for computer game design, the police 
force is looking for a new officer, and you’re 
their prime suspect! As you progress 
through the ranks of law enforcement, the 
missions will get tougher, and the enemies 
smarter. In the beginning you start out as a 
rookie, then you can be promoted to detec- 
tive, SWAT team member, and finally, join 
the elite DELTA team. Players virtually need 
to shoot their way to the top of the ladder, so 
make sure that 357-magnum is caulked and 
ready for action, the commander is counting 
on you to succeed! 

If you’re familiar with Mad Dog McCree 
or Who Shot Johnny Rock, American Laser 
Game's previous titles, the genre and format 
of this game isn’t much different from their 
previous efforts. Using full-motion-video 
filmed segments, you have to point and shoot 
at enemies who get in the way of your inves- 
tigation. The film production techniques 
have improved over the primitive MadDog 
McCree, and the game is filmed just like it’s 
an episode of the TV show COPS. The 
action is realistic and there are some well- 
produced stunts and effects, but I couldn’t 


but the inclusion of various monsters, such 
as giant rodents and slime creatures [die 
laughing], makes the game all the more 
plausible [whoa, something must have died]. 
Based upon the state-of-the-art Wolfenstein 
3-D engine [insert your own quip here], the 
game’s graphics are certainly a feast for the 
eyes [pass the Bromo] while the heart- 
pounding soundtrack [pass the ear plugs] 
further demonstrates just how rewarding and 
downright entertaining this particular review 
turned out to be [rather pass a kidney stone]. 
Fortunately, the designers were savvy 
enough [awake] to have included support for 
both modem and network play [teaches other 
designer’s what to look for in a bad game]. 
No doubt, such a feature increases the 
game’s overall value [beverage coaster] 
insuring the game will remain on the aver- 
age retailer’s shelf for sometime to come 
[bargain bin]. 

In closing, perhaps the best way to play 
this epic action game [frisbee toss with the 
family dog] is backwards and at slow speed 
[Paul is dead] because it was obvious that 
both the dazzling level of graphical detail 
[finger painting] combined with the blister- 
ing frame rate [sleep inducing] were dizzy- 
ing to say the least. 

Perhaps the best analogy [composte heap] 
I can draw regarding this 3-D action entry 
would be to compare BC to a sip of fine 
wine [food poisoning]. This game could 
certainly earn itself quite a few respectable 
awards [best doorstop] come the 1994 
Strategy Plus Game Awards [zero votes]. 

Marc Dultz 


Designed and Published by: Capstone 
Systems: IBM PC 





help feeling that I’ve had enough of this 
point-and-shoot formula. I really would like 
it if the developers added some more adven- 
ture and puzzle aspects to these games. The 
technology was unique and innovative in the 
first few games, but they need to start adding 
new design elements to these titles to differ- 
entiate them from previous efforts. If you 
replaced the cops with cowboys and changed 
the city streets to dirt roads from the west, 
you would have MadDog McCree. 

Although the game is fun to play once, the 
replay value is severely hampered by the lack 
of any great variety in the position of ene- 
mies. Thus, although Crime Patrol isn’t a 
crime to own, it’s certainly not the most 
sound investment you can make with your 
gaming dollar. Let’s hope that American 
Laser Games will compile all of their video 
titles onto a CD compilation, and then the 
package might provide a better value. As it 
stands, unless you are head-over-heals in love 
with this type of canned-video shooter, 
Crime Patrol is a disappointment. This 
same old game design, which was used in all 
their previous products, is becoming as old as 
MadDog McCree himself.U 

Geoff Keighley 


Designed By: Robert Grebe, Barry Kirk 
Published By: American Laser Games 
Systems: IBM CD, MAC CD, 3DO 
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QUARANTINE 


here isn’t much of a plot in 

GameTek’s Quarantine, but then 

again most arcade type “shoot-em- 
ups” are short on plot and long on action. 
Briefly, you are a typical hard working “cab” 
driver (Drake Edgewater) just trying to make 
ends meet in an all too typical Blade Runner 
type city called Kemo. Making ends meet 
means picking up fares, running over pedestri- 
ans, blasting other cabs to smithereens, doing 
“special” assignments for your fares (OK— 
doing “hits” for them), and generally causing 
life to be miserable for those in your path. 
Along the way you get to buy bigger and better 
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ow many times have you played 
a fighting game on your personal 
computer? For most of us, the 
answer probably is never before, since 
fighting games are one genre of gaming 
which hasn’t really developed mass market 
appeal on the computer. Although fighting 
games are a hot commodity on low-end car- 
tridge systems such as the Sega Genesis, 
they have fallen upon deaf ears (or fists in 








weapons (Yawn!!!) and take on more “chal- 
lenging” assignments. This program could be 
called DOOM on wheels, but then that would 
be an insult to that far superior program. 

The first hint that something is wrong in 
Kemo-land is the copy protection. Frankly, 
doing the word lookup just isn’t worth the time 
and effort. The second hint that all is not nght 
with Quarantine is the control system. Any 
upward movement on the joystick puts the car 
in a rapid acceleration. This makes driving 
with a joystick a real chore. The manual sug- 
gests accelerating and coasting as the best 
method of controlling the cab, but this is diffi- 





RISE OF THE ROBOTS 


this case) when inspected by astute PC 
gamers. Although Epic’s One Must Fall 
and Hi-Tech’s Mortal Kombat have 
recently experienced success cashing in on 
this genre, we’ve yet to see a major publish- 
er release a hot fighting game on the PC. 
Time Warner Interactive saw this unex- 
plored market, and has decided to venture 
into unexploited megabytes with Rise of 
the Robots, a highly anticipated fighting 
game from Britain’s Mirage Entertainment. 

The story unfolds like a union worker’s 
biggest nightmare. All human employees 
have been replaced by a super intelligent 
robot, the Supervisor. Mayhem soon erupts 
when the robot is infected with a virus, and 
tries to take over the complex. Frantically, 
management decides to send in a Cyborg 
which is immune to this virus in hopes it 
can defeat the enemy robots. Not surpris- 
ingly, you play the Cyborg. And to think 
that this whole fiasco could have been 
avoided by frequently scanning with com- 
mon anti-virus software! 

The soundtrack, composed by former 
Queen guitarist Brian May, sounds great, 
and the graphics are visually impressive. 
Unfortunately the compliments end there, 
and it seems that the developers forgot good 
play control. The character control is much 
too robotic, and only two or three special 
moves exist for each character, resulting in 


cult to accomplish with a joystick. Even an 
IndyCar pro like myself just couldn’t tame 
this monster. Keyboard control is little better. 
The game was obviously designed for a 
gamepad type controller, which is not typical 
on most PCs. The third hint that this game is 
really a shallow take-off on DOOM is the lack 
of any sensation of driving, in spite of being 
advertised as a car racing simulation. You 
may be looking out of a windshield, but you 
definitely aren’t driving. 

On the positive side, the graphics are decent, 
the soundtrack is energetic, and let’s be honest, 
what driver hasn’t dreamed about being a New 
York City cab driver for a day? Now I fully 
admit that arcade games aren’t my “cup-of- 
tea” but everyone, myself included, enjoys a 
good arcade game once in awhile. 
Quarantine isn’t that game! Perhaps, the 
younger crowd who like their music with a 
strong beat and have the reflexes of a cat 
would enjoy this game. But I can’t help feel- 
ing that even the M7V generation can do much 
better with their hard earned money. The bot- 
tom line: Quarantine has been quarantined 
from my CD-ROM.U) 

Alan C. Fusco 


Published by: GameTek 

Produced by: Rod Humble 

Systems: IBM & compatibles 

Graphics: VGA 

Peripherals: Joystick or keyboard control, 
also supports ThrustMaster Steering Wheel 
and Gamepad type controllers 
Soundcards: Sound Blaster, Sound Blaster 
16, AWE 32, Ultra Sound & compatibles 





a rather boring gameplay equation where 
you use the same move over and over again 
to defeat opponents 

Rise of the Robots can be compared to a 
can of pop. When you open it and start 
playing, there is a lot of fizzle and pizzazz 
to experience. After a while, when that fiz- 
zle evaporates, you’re left with a relatively 
flat game. Rise of the Robots is some of 
the sweetest eye candy around, but that 
doesn’t make up for the poor control and 
lack of special moves. Overall it’s a very 
disappointing effort. Yet again we’ve wit- 
nessed a great looking game that suffers 
from poor gameplay — when will designers 
get the message that fundamental gameplay 
is the primary concern? Do we really need 
to spell it out in binary code to convey this 
message to designers?U 


Geoff Keighley 


Designed By: Mirage Entertainment 
Published By: Time-Warner Interactive 
Systems: IBM CD, IBM, SEGA, 3DO, 
JAGUAR 

Requirements: IBM PC or 100% compatible 
486 or Higher, 4 Megabytes of Ram, 10k 
hard disk space (CD Version); 35 megs hard 
disk space (Floppy) 

Graphics: SVGA with 512k video ram 
Peripherals: Keyboard, Gravis Gamepad, 
Joystick 

Sound Cards: SoundBlaster (or 100% com- 
patible) 

Players: 1 or 2 

Copy Protection: None 
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‘SHARP ELEC- 
TRONIC ORGA- 
NIZER YO-620’ 
The smallest elec- 
tronic organizer 
with terminal capa- 
bilities. Offers Cal- 
endar, Anniversary 
and Scheduler, 
wd Customizable Tele- 
phone lists, Outline 
function, Memo 
function, 10 digit 


* 


as 


calculator, clip & paste, daily alarms (7), user dictionary, 
and many other features. You can also connect to on-line 
services to send or receive E-Mail, check stock prices 


and make travel arrangements. 








$279 


‘SHARP WIZARD 
OZ-9520’ is a 
Pocket Communi- 
cator that is light- 
weight and com- 
pact and offers 
built-in fax soft- 
ware. Offers inte- 
grated Filing, a 
Telephone func- 
tion, a Calendar, a 
Notebook, a 
Scrapbook. De- 


signed with a Graphical User Interface with a touch sensi- 
tive display, it makes entering and accessing data easy. 
Features connectivity to E-Mail and printing to a standard 


PC printer using infrared technology. 





Sharp Wiz OZ 9500 
Sharp Wiz OZ 9520 
Shrp W OZ 9520 fx 
Sharp YO 100 Orgn 
Sharp YO 110 Orgn 
Sharp YO 300 Orgn 
Sharp YO 310 Orgn 
Sharp YO 600 Orgn 
Sharp YO 610 Orgn 
Sharp YO 620 Orgn 


$339 
$439 
$539 
$49 
$59 
$89 
$99 
$189 
$229 
$279 


Shrp CE 390 PC Lk Sft/Cbl 


(YO300,YO310) 
Sharp OZ 892 IBM 
Organizer Link 


Sharp OZ 895 Macintsh 


Organizer Link 


$89 


$109 


$109 


Sharp OZ 990D PC Link 


Software DOS 


$74 


Sharp OZ 990W PC Link 


Software WIN 


$74 


Sharp OZ 993 Maclntsh Link 


Software 


$74 


Sharp OZ 780 Mem 32K $54 
Sharp OZ 781 Memory Card 


64K 


$79 


Sharp OZ 782 Memory Card 


128K (8000) 


$109 


Sharp OZ 783 Memory Crd 


256K (8600) 


$139 


Sharp OZ 784 Memory Card 


512K (9600) 


$209 


$439 


Voice Organiz 5200 $159 
Voice Org Ex. 5500 $179 
VCR Voice Programr $69 


Sharp OZ 701A Time 

Management Card $99 
Sharp OZ 8B01 Spreadsheet 
Card $169 


Sharp OZ 8B02 Fax Modem 


Card $409 
Sharp OZ 8D01A Amer 
Heritge Dictionry Crd $169 


Sharp OZ 902 Basic Prgrm 


Card (9000 series) $229 
Sharp CE 132T Level 
Converter $79 
Sharp CE 137T Lvl 
Converter PC/MacLnk/Fax 
Modem $64 
Sharp CE 220T Cable ZQ/EL 
Transfer $34 
Sharp CE 300L Dubbing 
Cable $24 
Sharp CE 315L Dubbing 
Cable Organizers $69 
Sharp CE 350X Organizer 
Modem $149 
Shrp CE 50P Prntr $129 


Shrp CE 76BC Bt Pk $29 
Shrp CE IR1 Wriss Printr 
Interface (9000 srs) $119 
Sharp CE IR2 Wireless 
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‘FRANKLIN DIGITAL BOOK SYSTEM DBS-2’ The revolu- 
tionary new way to access a world of information instantly. 
Stores up to 2 digital books, each containing up to 20 mega- 





bytes of compressed information. 


$149 








‘FRANKLIN LANGUAGE MASTER DICTIONARY LM- 
2200’ Contains over 274,000 definitions. Provides over 
496,000 synonyms for 40,000 words. Includes an SAT 
word list to help practice for the exam. $89 


Interface IBMPC $89 
Sharp EA 11E AC Adaptor 
(9600 series) $5 
Sharp OZ 899CC Leather 
Case (8000 series) $29 
Sharp OZ A90A1 Leather 
Case (9000 series) $34 


Franklin French Professor 
FP-650 $109 
Franklin Language Master + 
Math LM-2020 $84 
Frankin Lg. Mst LM-2200$79 
Franklin Language Master 


LM-3500 $119 
Franklin Pocket French 
Professor FP-615 $79 
Franklin Pocket Spanish 
Master DBE-110 $64 
Franklin Pocket Spanish 
Master SM-515 $79 


Franklin Spanish Master 
SM-550 $119 
Franklin Speaking French 
Professor FP-610 $209 
Franklin Speaking German 
Professor GP-620 $209 
Franklin Speaking Language 
Master LM-4200 $149 
Franklin Speaking Language 
Master LM-6000 $229 
Franklin Sokng Language 
Mstr Sp Ed LM-6000SE $499 
Franklin Speaking Spanish 
Master SM-1000 $149 


Franklin Desktop WrdMstr 
WM-1055 $56 
Franklin Nx C Pckt Rgt’s 
Thesaurus NCT-102 $36 
Franklin Pckt Language 


Master LM-2015 $56 
Franklin Pocket WrdMster 
WM-1015 $44 


Franklin International Version 


Bible NIV-30 $94 
Franklin King James Version 
Bible KJ-31 $94 


Franklin Elementary Spelling 
Ace ES-90 $44 
Franklin Nxt C Webstr’s Pckt 
Spell Correct NCS-101 $29 
Franklin Pocket Spelling Ace 


S-100 $36 
Franklin Spelling Ace Plus 
BP-105 $39 


Franklin Spell Ace SA-98 $36 


Franklin Bartender’s Guide 
BTG-400 $64 
Franklin Big Leag. Baseball 
Encyclopedia HR-94 $56 
Franklin Desktop Crossword 
Puzzle Solver CW-50 $54 
Franklin Officl Scrbl Players 


Reader Service No. 1 





‘SHARP ELEC- 
TRONIC ORGA- 
NIZER YO-110’ 
This revolutionary 
electronic organizer 
has created a 
whole new Cat- 
egory of information 
management. The 
Sharp YO-110 of- 
fers extraordinary 
value and practical- 
ity. Includes func- 


tions like Telephone, Calendar, Schedule, Memo and Ex- 
pense keep your business and personal information at your 
fingertips wherever you go. The YO-110 is under 40z. and is 
small enough to fit into your shirt pocket. $59 








‘SHARP ELEC- 
TRONIC ORGA- 
NIZER YO-310’ is 
the smallest Sharp 
Organizer with the 
Capability to link to 
an IBM PC. So 
compact, it can slip 
right into your shirt 
pocket. It provides 
valuable functions 
such as To Do and 
Expense Tracking 


as well as the Qwerty keyboard and standard calculator key- 
pad. Features Time Management, Data Base Management, 
and Note Taking. Allows you to edit and manage your data 
on a computer while providing backup for security. $99 





Dictionary SCR-30 $54 
Franklin Parker's Wine 
Guide WNG-400 $74 
Franklin Pckt Betty Crocker’s 
Cookbook BCC-400 $64 
Franklin Pocket Crossword 
Puzzle Solver CW-40 $46 
Franklin Pocket Horoscopes 


AST-110 $44 
Franklin Pocket Movie Guide 
FLX-110 $44 
Franklin Pocket Word 

Games WG-15 $36 


Franklin Digital Book System 
2 DBS-2-1 $199 

Franklin Digital Book System 
2D DBS-2D $169 

Franklin Digital Book System 
DBS-2 $149 
Franklin All-Time Baseball 
Manager DBS IC-110 $29 
Franklin Bartender’s Guide 
DBS IC-130 $49 
Franklin Big Leag. Baseball 
Encyclopdia DBS IC-129 $49 
Franklin Columbia 
Encyclopdia DBS IC-114 $74 
Franklin Game Gallery DBS 
IC-115 $29 
Franklin Harrison’s Principles 
Internal Medicine 
Companion DBS IC-113 $99 
Franklin International Version 
Bible DBS IC-121 $56 


Franklin King James Version 
Bible DBS IC-119 $56 
Franklin Medical Digital Book 
System 2 DBS-2-3 $179 
Franklin Medical Digital Book 
System 3 DBS-2-4 $179 
Franklin Medical Digital Book 
System 4 DBS-2-5 $179 
Franklin Medical Digital Book 
System DBS-2-2 $199 
Franklin Medical Letter 
Handbook Adverse Drug 
Interactions DBS IC-104 $99 
Franklin Merck Manual DBS 
IC-118 $129 
Franklin Merriam-Webster 
Advanced Dictionary DBS 
IC-116 $74 
Franklin Merriam-Webster 
Dictnry Plus DBS IC-101 $49 
Franklin Official Scrbl Plyrs 
Dictnary DBS IC-109 $44 
Franklin Parker’s Wine 
Buyer's Gd DBS IC-120 $56 
Franklin Personal Organizer 
DBS IC-107 $99 
Franklin Speaking French 
Professor DBS IC-123 $59 
Franklin Speaking German 
Professor DBS IC-124 $59 
Franklin Speaking Spanish 
Master DBS IC-122 $59 
Franklin Video Companion 
DBS IC-102 $59 
Franklin Washington Univrs. 
Manual Medical Therapeu- 
tics DBS IC-105 $99 
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ZEPHYR 


ephyr is another first-person shoot 

em up that doesn’t really distinguish 

itself from the rest of the pack. The 
premise is that you are a racer in the IBC 
(Interplanetary Battle Circuit), and your vehicle 
of choice is the Zephyr Hovertank. Before 
each race, you pick your sponsor, which deter- 
mines whether your shields are stronger, or you 
have better weapons, etc. etc. Once you’ve 
gone through this, it’s killing time, as you run 
around the dozen or so landscapes and try to 
shoot down the other racers and the other 





ken with other Hovertanks 


things you may run up against. You may also 
come across various power-ups that improve 
your weapons and regenerate your energy. If 
you crash your tank, you reappear in the race 
minus any improvements to your weapons. 

Where Zephyr does differ from other games 
is the fact that you have a tank, and it has a tur- 
ret that can move 360 degrees in any direction, 
which allows you to turn and blast things 
behind you. Unfortunately, the speed of the 
game makes this very difficult to manage, as 
you will most likely run into a lot of walls if 
you fly in this manner, and the computer oppo- 
nents do not have this problem. 

This game requires eight megabytes of RAM 
and really means it. It needs around 6.5 MB of 
free RAM, which means that you will have to 
disable your disk cache on an 8 MB machine. 
Either this program needs to go on a diet or the 
folks at id Software are even more brilliant than 
we ever imagined, as DOOM ran fine on 
machines with four megabytes of RAM, and its 
3D implementation was much better than 
Zephyr’s. 

The release of Zephyr has been met with a 
deluge of negative comments toward New 
World Computing. Some of the complaints are 
justified — the game promises multi-player 
network and modem support but an enclosed 
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Aim for the red things on its head to kill it 





Click until you can’t click anymore 
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his month’s entry in the “extended 
3D Studio rendered animations 
masquerading as a game” Is 
Creature Shock, which follows the standard 
formula for these games (there must be a tool 
for designing these things — fill in the art and 
*poof*, a game emerges). Watch a non-inter- 
active pre-level cinematic scene, shoot a 
bunch of things, face the big, bad guy at the 
end of the level, and finally watch a non- 
interactive end-of-level scene. 

The game switches from level to level from 
outer space shoot em up to first-person shoot 
em up (there are five levels in all, spanning 
two CDs). The outer-space scenes are pretty 
much “blast everything that moves.” The 
view is from behind your ship, with one level 
taking place in deep space and the other in a 
trench on the surface of the planet. The 
action is fast and furious, and dare I say it, 
downright entertaining at times. Of course 
you cannot go just anywhere in space; you 
follow a fixed path that the designers want 
you to follow (though you can occasionally 
go left or right in the trench). Unfortunately 
it gets rather difficult to control your ship due 
to the game’s insistence that you use a mouse 
to control your ship. 

The first-person scenes are not full-move- 
ment DOOM clones, but are of the “decide 
which direction to go and an animated scene 
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Nice rug, buddy 

addendum explains that it’s not in this version 
and will be made available when tested (as a 
free upgrade when you send in your registra- 
tion). Some of the other complaints have been 
irrational, with some people saying, “I played 
this thing for an hour and returned it.” 

After an hour of Zephyr I was ready to 
return it too, but after staying with it for a while 
I strarted to warm to it. Its design as a multi- 
player game game single player mode a bit 
repetitive, but somehow the 16-bit sound, 
speedy graphics, and manic action won me 
over. It’s a difficult game, and graphically 
some people seem to think it’s really poor 
(though I disagree - it’s New World’s typical 
cartoon-style), but I would recommend taking a 
look at it with an open mind and giving it a 
chance to grow on you too.U) 

Steve Bauman 


Designed and Published by: New World 
Computing 

Systems: IBM PC CD-ROM 

Supports: VR headsets from Forte and 
Cybermaxx 


moves me” type. You will bump into a num- 
ber of nasty creatures in the halls, and I must 
say that they are without a doubt the best 
looking and smoothest animated monsters 
that I’ve seen in an arcade game. To kill 
them you must locate their weak spot, usually 
indicated by a flashing color (which looks out 
of place and obvious) and hit it with a number 
of shots. 

I’m guessing the designers spent more time 
rendering the art than designing the game- 
play. As such the cinematics are among the 
best ever seen, but the gameplay 1s a repeti- 
tious rehash of numerous arcade games. 
What Creature Shock really reveals is the 
lack of creativity going on in game design 
today. Sure, the artwork is fabulous and sug- 
gests a lot of imagination and creativity, but 
so did the artists back in the dark age — it 
was the machine that was the limitation. 
Now that the machines are getting fast 
enough to produce the graphics in the artists’ 
minds, isn’t it about time the designers started 
to stretch and produce something original? 

As it stands, Creature Shock is probably 
the best of the canned background shoot em 
ups that I’ve played (much better than Rebel 
Assault), but that’s like saying the first Police 
Academy was the best of the series.O 

Steve Bauman 


Designed by: Argonaut Software 
Published by: Virgin Interactive 
Entertainment 

Systems: IBM PC CD-ROM 
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he world of on-line gaming 1s definitely heating up. Many of 

the biggest players in this arena, including GEnie and 

CompuServe, have been stepping up their focus on on-line gam- 
ing, upping the virtual ante and trying to attract more gamers. However, 
the most well-known services aren’t the only places to find good on-line 
entertainment. This month let’s take a look at NovaLink, an on-line ser- 
vice that’s made multiplayer gaming and entertainment a real priority. 
Though it’s smaller and less well-known than many of the “giant” ser- 
vices, NovaLink proves to be a formidable contender in the arena of on- 
line gaming, offering an excellent mix of entertainment and value. 


The difference is in the details 

Legends of Future Past is central to the NovaLink experience. At 
first glance, it’s suspiciously like a fantasy MUD with sci-fi undertones 
(a MUD 1s a multiplayer text-based game). But as you may know, most 
MUDs are free! With this in mind, you might enter the text-based world 
of Legends with a skeptical gleam in your eye. When walking around 
the game’s central town, populated with the standard MUD array of 
guild halls and equipment stores, you could easily be underwhelmed by 
the Legends experience. 

After playing for a few hours, though, you will start to see many dif- 
ferences between Legends and your average MUD. For example, you 
will see that the game’s characters all possess skills that are unrelated to 
combat, and they actually get to use them. And then you might notice 
some of the houses of long-time adventurers, and realize that a character 
who has been on Legends for a year can build a permanent abode in this 
virtual world. And another thing: skills and stats are handled thoughtful- 
ly: you get to see your percentage chance of accomplishing a variety of 
feats (such as picking pockets) so you get a real sense of how your char- 
acter is developing. These nice touches continue to appear as you keep 
playing. The text itself is well-written, a rarity in most multiplayer text 
games. Also, the world is consistent: nothing seems to be out of place. 
Common MUDs are often created by dozens of people, and their game 
worlds suffer from a lack of continuity. 


The people quotient 


The single most unique thing about Legends, though, is the promi- 
nence of its human caretakers. Conventional MUDs are a hobby for 
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their maintainers: many suffer from neglect when their creators go on 
vacation, work on other projects or simply forget about the MUD. 
Legends has full-time maintainers. They ensure that the game world 
progresses smoothly, and they participate in the role-playing. 

Legends has a multitude of daily sign-up events. These events are 
often quests or mysteries, in which groups of adventurers are given spe- 
cific goals and get to work as a team to achieve them. At other times, the 
maintainers take the role of characters in the game world, brining another 
level of realism to the experience. For example, at a certain time an 
engraver might be available in a smithy, and characters can bring their 
favorite weapons and armor to have them customized (for a pouch of 
gold, of course!) Some nights the maintainers will give game monsters 
unexpected and unique items, turning the evening into a monster-bashing 
treasure hunt. These events lend variety to the game, and blur the line 
effectively between computer entertainment and traditional role-playing: 
if you enjoy pencil-and-paper gaming, you’ll certainly like Legends. 


On the boardwalk 

The Virtual Cafe is another multiplayer attraction. Like Legends, it 
is a text-based environment. It’s radically different, though, in terms of 
tone and gameplay. Imagine, if you will, a virtual Atlantic City board- 
walk, with virtual hotels to spend your virtual evenings, virtual casinos 
to spend your virtual money, and a virtual holodeck — a strange sight in 
a virtual Atlantic City — but virtually nobody seems to mind. (Whew!) 
The emphasis in the Cafe is on relaxation and interaction with other 
players. Gambling at the casino and chatting are prime activities. Also, 
since it’s billed as an “adult” area of sorts, the chat (and interaction) can 
turn to more “mature” subjects than those of Legends. 

The Cafe discards the character-building aspects of role-playing 
games. There are still plenty of items to find and toy around with, but 
there are no goblins to stick or grails to recover. One can gamble, cer- 
tainly, and increase a character’s stash of money, but overall the atmos- 
phere is more relaxed and social than that of Legends. One drawback to 
the lack of character-building is that the Cafe can get quite empty at 
times. Without lots of computer-generated opponents to slay and treasure 
to hoard while the other humans are gone, the Cafe can get fairly quiet. 
To remedy this, planned social gatherings are scheduled on most nights. 
They’re mentioned in bulletins when the user first logs into NovaLink, so 


a priest 


priest swings at Foon with his mace. 
[ToHit: 31, Roll: 6] Miss. 


<- 


Strategy Plus 


ew on-line service 


it’s always easy to keep on top of when the parties are occurring. 

As with Legends, the details are the best part of the Cafe. You can 
buy clothes and various toys with your virtual dollars, and create quite 
an impression by customizing your appearance. Planned events such’as 
trivia contests can increase your fortune, or you can try your hand at 
gambling. All in all, the world is very detailed and interesting. Almost 
every room has a special feature or command to discover, so that even 
prowling about the Cafe by yourself can be amusing. 


Cyber cyber everywhere 

One game that definitely doesn’t need text is Cyber Corps. It’s an 
action/strategy game for up to ten players. After breaking into two 
teams, players maneuver their “Borgs” around a map, trying to gain con- 
trol of the map’s illithtum Crystals. The crystals change to your team’s 
color when you tag them. A variety of guns, mines and items (like 
sealant to block off doors) are used to gain tactical superiority over the 
other team, or just to plain destroy em! Each type of terrain delays you a 
certain amount of time: you can walk briskly down normal corridors, 
while broken terrain will force you to slow down, leaving you open to 
enemy fire. Some terrain even damages you. A variety of maps are 
available to play on, and the game keeps track of your Borg’s total 
points throughout his Cyber career. Games take twelve minutes, and 
can get very involved. Teamwork is essential, and can be facilitated by 
the Comm link that lets Borgs send typed messages to their teammates, 
even when the Borg has been damaged or disabled (“Hey, come get me! 
I’m lying in the corridor to your west!”’). 

To play Corps you should download a front-end program, which will 
reside on your hard disk. It contains all the game’s neat sounds and 
graphics. You can also play in ASCII mode, but that’s not half as fun. 
The only problem with Corps, currently, 1s that the game is new: getting 
together a group of players can be difficult. This problem will undoubt- 
edly disappear soon, since the front-end is slick and the game itself is a 
pleasure to play. The “tag the illithium” theme gives a welcome respite 
to the standard “kill thy neighbor” edict of multiplayer on-line games, 
and adds a real element of strategy to Corps. 


Internet access 

In addition to all the games, NovaLink provides a true gateway to the 
internet. As opposed to some services which only support e-mail traffic 
with the internet, NovaLink gives you real access. SuperNova, their new 
applications package, includes a Mosaic browser for Windows so you 
can point-and-click your way through the World Wide Web, as well as 
use common internet applications such as Telnet and FTP. These fea- 
tures make NovaLink a valid thoroughfare to the internet, especially good 
for beginners. New internet users will undoubtedly profit from the help 
of the NovaLink staff: unlike some internet services, NovaLink doesn’t 
just toss you out into the net without a life jacket. The SuperNova set of 
programs are easy-to-use and well documented, and there’s always some- 
one just an e-mail away who can answer your questions. 


Other stuff 

The service also has many extras, such as well-maintained file areas. 
The files are reliably described, and the best ones are even mentioned in 
Bulletins so you don’t miss them. Conferences and newsgroups are 
available as well, on a wide variety of subjects. 

NovaLink costs $9.95 a month and comes with five hours of free day- 
time usage. Additional hours are $3.60 an hour, or half that if you 
access NovaLink via the internet. You aren’t charged for the first month, 
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during which you get ten free hours. While all on-line services are fairly 
expensive, these rates make NovaLink one of the most reasonable com- 
mercial gaming sites. 

All in all, NovaLink is a nice place to be. It offers fewer games and 
services than many of its competitors, but the services it does provide 
are uniformly fun, valuable and well-maintained. If you’re shopping 
around for an on-line service, it’s highly recommended that you give this 
one a look.) 
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| fiwtline ARF? | 


J. Grant Bell explains how to get immersed in internet 


OVER THE NET 


magical globes of energy drift lazily around the ceiling which provide 
you with Light to see. More force cages are in each of the four cardinal 
directions. Several extremely soft couches are here so that you make take 
a nap between battles. The ever present stairway ieads up and douwm. An iout 
jimpressive looking sign is on the wall here. 


waited expectantly in the dark alley, clutching my newly 

acquired longsword. It had taken me quite a while to reach 

tenth level on this Player-Killing MUD: now that I had 
attained that magical level, I could participate in all the fun. My 
opponent was stalking me now, and I was sure he would reach the 
alley in mere moments. All my wards and protections had been 
cast, and I was ready. I had typed out the sentence that would be 
my enemy’s undoing: Backstab Aginor. My finger hovered over the 
<Enter> key, ready to execute the dire command the second Aginor 
entered the alley. 

Suddenly, he appeared. Before I could even hit a single key, I 
had been backstabbed, kicked, bludgeoned, and fireballed. My 
character was barely able to strike a single blow: in mere seconds he 
was toast. What had happened? Was | facing the fastest typist in 
the known universe? No, I was facing someone using a client pro- 
gram. 


The edge 

It may seem unfair, but the fact of the matter is that most 
MUD¢ders use client programs to play MUDs. Client programs hook 
up to the MUD just as Telnet would — but they have several built- 
in features which make them far superior for gaming. Some clients, 
like TinTin, are so powerful and feature-laden that their commands 
resemble a unique programming language. This article will focus 
on Mudcaller, a simple and easy-to-use MUD client by Peter 
Haight that will work from DOS. When you’ve mastered this pro- 
gram and are hungry for more features, you might want to look for 
TinTin (see the end of this article for where to find client pro- 
grams). You'll need Windows NT to run TinTin in its current PC 
format (it was originally designed for UNIX). 

Once you understand the basic features of most client programs, 
you won’t have any trouble switching from one to another. So let’s 
get started by looking at those features: in Mudcaller you get to 
start multiple sessions, there is a scrollback feature, you can pro- 
gram in Macros and Responses, there’s built-in word wrapping, and 
you can use a logging feature. All of these features can be useful on 
any MUD, so we’ll discuss them below. 


Setup 

Mudcaller (as well as a host of other client programs) is avail- 
able at the FTP site ftp.math.okstate.edu in the /pub/muds/clients 
directory. Alternately, you can get it at ftp.tep.com in the 
/pub/mud/Clients directory. 

Be patient when you first download a MUD client, and be sure to 
read the directions. This holds especially true if you’re connecting 
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from your PC at home. Most clients are ported from UNIX, and 
aren’t as well implemented as they could be: some require special- 
ized operating systems like Windows NT or LINIX (a PC variant of 
UNIX operating system). Also, you have to connect to your server 
before starting the client program, and there may be problems get- 
ting your normal internet software to work with the client. 
Mudcealler runs from DOS and is fairly manageable if you install it 
to a single directory and keep all its files in the same place. 
Decompress it and run the installation program, and it should work 
fine. If not, you may need to get the Crynwr packet driver recom- 
mended in the documentation and install that as well. 


Basic features 

After you’ve downloaded Mudcaller and set it up, you’ll find 
that connecting with it (instead of Telnet) gives you some nice fea- 
tures immediately. First, messages (both typed and received) are 
word-wrapped. This just means that words at the end of lines are 
moved to the next lower line, instead of being hacked off at the 
line’s end. This cuts down on screen clutter and will also prove 
important when you start to use responses. 

Speaking of screen clutter, another common source of screen 
clutter in MUDs is when your typed input gets mixed in with the 
game’s responses. You might be typing a long and involved sen- 
tence when a game message interrupts you, appearing right in the 
middle of a word you were typing and causing confusion. 
Mudcaller separates the screen into two parts: a large upper win- 
dow contains game messages, while a small window below shows 
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usually contains a quite powerful Gargoyle. The cage is littered with the 
bloody remains of the Gargoyle’s last meal, but you are reassured when you 
see that none of the body parts on the floor are humanoid. The force door 


of the cage is to the east. An impressive looking sign is on the wall here. 


Daradekon is sleeping here. 

(hite Aura) An Avatar of Chaos is here, eagerly helping you to slaughter 
monsters. 

<2Bhp 106m S6mv> 

The avatar of Chaos utters the word ‘nhak’. 
<26hp 166m 86mu> 

The avatar of Chaos utters the word ’yeruf’. 
<20hp 166m S6mv> 

Daradekon wakes and stands up. 

<20hp 186m 86rr> 

Daradekon leaves down. 

<20hp 106m 86> 


The Gargoyle is here looking for revenge against his captors. 

<20hp 166m S7mv> Remember, don’t fight the Gargoyle to the finish? Just type 
*KILL GARGOYLE’, 

then when you are fighting, type ’FLEE’, until you flee and are out of here. 
If you think you are powerful enough right now to kill the Gargoyle; 





think again. 

<26hp 106m S7mv> Your pierce scratches the gargoyle. 
The gargoyle is slightly scratched. 

Your pierce misses the gargoyle. 

The gargoyle grazes you. 

The gargoyle misses you. 

<15hp 166m 97> 





MURDER daradekon look sign 
I kill gargoyle 
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you what you’re typing. The messages never get mixed up this way, 
and it’s much easier to see what’s going on in the game world. 

Logging is also a handy feature. Turn on the log in Mudcaller 
by pressing <F8> and giving the log aname. The logging feature 
saves game text into a text file. The log file continues to record the 
game.’s text until you turn it off again. 


Multiple sessions 

You can start multiple sessions with MUD clients. This means 
you can have several characters logged into the MUD at once. 

Some MUDs let you have a veritable army of characters. By having 
all the characters follow one leader, you can lead a parade of little 
warriors throughout the game. They’ll fight when attacked, and can 
be quite useful. Switch to the session window of your lead charac- 
ter by clicking on it with the mouse button, then switch to other 
characters as needed by selecting their windows To open new ses- 
sions in Mudcaller, just open a new session from the File menu. 
The old one will remain connected, so you can switch back and 
forth. 

Remember, though, that having multiple sessions on a Player- 
Killing MUD 1s sometimes a liability. Your characters can be scat- 
tered in combat and then picked off while you’re confused, or killed 
because you were trying to monitor too many characters at once. 
Make sure that you have some experience juggling sessions before 
you attempt to use multiple sessions on PK MUDs. You might even 
want to look into some more advanced Client programs like TinTin, 
which allow you to manipulate all your sessions at once (from one 
window). 


Macros 

Going back to that battle with Aginor, it becomes “pretty appar- 
ent that macros were a key to his success. Macros are just a way of 
shortening commands. Typing things out can become a pain in nor- 
mal situations, and it can be deadly in combat. Client programs 
handle macros in different ways, but the result is always the same: 
you get to execute your commands much more quickly than you 
would by normal typing. 

Mudcaller uses macros that are a combination of <Alt> and a let- 
ter. You make your macros by editing the MACROS.DAT with the 
DOS command EDIT. Type EDIT MACROS.DAT <Enter> and 
you'll see the list of Macros. Type each Macro on its own line: 
Mudcaller uses a comma to separate the Macro key from the effect 
it produces, and a | to indicate <Enter>. For an example, I might 
have typed type a line that looks like this: 

Alt-K,kick aginor/cast “fireball” aginor/disarm aginor/ 

After saving my changes to the MACROS.DAT file and starting up 
Mudcaller, I would then try to start a fight with Aginor. After it 
started, I’d press <Alt-K>. This would have the same effect as typ- 
ing: 

kick aginor <Enter> 

cast fireball’ aginor <Enter> 

disarm aginor <Enter> 

With my commands stacked up in mere seconds, I’d then be free 
to watch how the battle was going instead of typing madly. I’d get 
my attacks in as quickly as possible, and I would be more aware of 
what was going on around me. 


Responses 

Responses are like Macros, only they’re triggered by text that the 
MUD generates. Every MUD has standard bits of text that are used 
to signal game events. When you get hungry, the MUD will always 
tell you in the same way — “You are feeling hungry,” for example. 
Or when someone walks into the room, the MUD might say “Aginor 
enters from the South.” 

By editing the RESPONSE.DAT file of Mudcaller, you can have 
your client program fire off instant responses to this text. 
Responses are created the same way as Macros. You enter the text 
Mudcaller should look for (it’s case-sensitive, by the way) followed 
by two commas, then enter the response text. Two examples: 
You are feeling hungry,,eat bread) 
Agimor enters from,,backstab aginor| 

The first Response will make you eat a bread automatically (if 
you have one, that is) every time you see the hunger message. The 
second one initiates an attack whenever Aginor enters the room 
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Avatar who seems to create training tools out of thin air. The whole room is 


filled with an aura of hard work. When you are finished here, you should 
continue downward. As you descend through the tower, you will learn all of 
the basics of being a mortal. An impressive looking sign is on the wall 
here. 

(White Aura) An Avatar of Order is here, training new mortals. 

<20hp 100m S6me> A Room in the Tower 

U-The Training Room D-The Center Room 

You are in a austere, brightly-lit room. The walls are grey and there are 
no windows. Small, magical globes of energy drift lazily around the ceiling 


which provide you with light to see. The entire place is out of this world. 
As you become increasingly aware of your mortal body, you notice that the 
clothing you are wearing is more appropriate for a spirit of the astral 
plane than a flesh and blood humanoid. The stairs continue up and down. An 
impressive looking sign is on the wall here, as well as a small plaque. 
<20hp 108m S5ew> 


d 


you're in, from any direction (since Mudcaller only looks for the 
“Aginor enters from” part. 

You can use responses to auto-login to your MUD as well. 

You’d make a macro that looked for the Name prompt, and have 
Mudcaller send your name and an <Enter>. Do the same with the 
Password prompt and you’re in business! 

Try to automate the most commonplace commands on your 
MUD, as well as the most critical ones. After a while you’ll wonder 
how you ever got along without a client program. And you might 
even win a few battles!U 
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ONLINE ROLE-PLAYIN 
Mason reminisces about his past live 
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he images of previous lives flow unbidden through my 
y consciousness. I’ve been a warrior, priest, mage, pilot, 
thief, adventurer... walked through the portals of time, 
transported to galaxies far, far away, lived in the time of legends 
and the age of technology. I’ve lived a thousand lives in a thousand 
different times and places and explored the wonders of time and 
space all without ever leaving my home. I’ve visited them all 
through the lives of my alter-egos in my computer gaming experi- 
ences. 
Who can ever forget the great games they’ve played? Certainly 
not me; I still remember playing them as if it were yesterday.... 


Days of future passed 

Walking cautiously, my party of intrepid adventurers rounds a 
bend in the dank cavern we are traversing. CLANG! Swords slice 
through the air and meet with a flash of sparks, and maces whir past 
our heads. Suddenly, our hardy band 1s in pitched battle with the 
mean nasties that inhabit this piece of subterranean hell. The odds 
against us are daunting, and as time passes the warriors in our party 
become injured and start to tire... the battle is being lost. As the 
Priest of the party, I continue to cast healing spells to keep their 
wounds under control and their strength up, but it’s not going to be 
enough. I realize that the success, or failure, of our party is upon 
my shoulders. As the horde of nasties presses in on us, I step back 
and summon all my will and concentration, and begin to chant the 
ancient words taught to me so long ago. Then as I reach the end of 
the spell I shout with all my might, LORTO! A clap of thunder 
resounds through the cavern and as suddenly as we had been set 
upon, the battle ceases. The nasties ignore us in horrified surprise. 
Their dying screams rip at the fabric of my soul as a swirling storm 
of razor sharp metal blades engulf and rips the life from them. The 
fight is over, but the battle for survival has just begun. Our party is 
not strong enough to fight its way back to the entrance of the cav- 
ern. Injured and tired, we cannot move forward. Worse yet, my 
spell-making powers exhausted, I cannot heal the injuries of our 
party, and our mage who could transport us back to safety lies dead 
in our midst. Unable to move, it’s only a matter of time until other 
nasties find us and we meet our fate... 


Switch on.... contact! 


The warning horns in the cockpit of my starfighter are screaming, 


the warning lights are flashing in a vain attempt to get my attention, 
and the acrid smell of smoke penetrates my self-contained environ- 





Another X-Wing bites the dust 
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mental system as my relentless opponent lashes out at me with laser 
strike after laser strike. I maneuver with every ounce of skill I’ve 
developed, yet nothing seems to allow me to shake the starfighter 
pilot on my tail. My starfighter can’t sustain another hit. Shields 
down, hull damaged, I can’t outrun my opponent, and worse yet, the 
hyperdrive is out, so escape is out of the question. Running through 
my options, I realize that I have reached the unenviable position of 
being out of maneuvering room, time and ideas, simultaneously. 
This is not good. Then the last laser strike lashes my crippled craft. 
| scream involuntarily as my ship begins to disintegrate and the inky 
vastness of space envelops me. I am dead.... 


Back to reality 

At least my computer generated alter-ego is dead. I sit at my key- 
board and stare in disbelief, watching the inevitable death sequence 
and the rendering of honors by former comrades. Very touching, 
but my computer generated alter-ego is still dead. Shortly after that, 
I arrive back at the main screen to start the game over from scratch. 
Sitting there, | stare at the registration desk and wonder if I have the 
emotional energy necessary to start over. This is the complex world 
of computer game role-playing: incredibly frustrating, emotionally 
involving, and ultimately satisfying. I just can’t resist. 

The ramifications of assuming an alter-ego in a role-playing game 
is an area that has not been discussed nearly as much as the mechan- 
ics of gameplay. Yet, the emotions elicited by playing these games 
can be profound. If they were not, then why would you and I spend 
so much money, and more importantly, so much of our most pre- 
clous resource, our time in playing these games? We do so because 
we become emotionally involved in the gameplay. 

The simple fact of naming a character in a game 1s a profound 
statement about who you are. Think about it for a minute. When I 
played the original Wizardry (yes, I am that old) | named my char- 
acter Valiant, after the Prince Valiant comic strip character who had 
been a comic hero for me since I was five. I looked upon myself as 
the white knight going on a quest to destroy the evil threatening to 
engulf the world, in this case the evil WERDNA (the name of one of 
the programmers spelled backwards). I still remember the heart 
pumping excitement I felt as my player went into combat, and par- 
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in cyberspace 


ticularly how I felt when he became gravely injured and it looked as 
if he would be lost. 


Online heroics 

In playing multi-player space combat games on CompuServe in 
the 80’s I named myself after another childhood hero, a DC Comic 
character named Mon-el, a member of the Legion of Super Heroes. 
Again, I cast myself as a hero coming to the rescue of the belea- 
guered forces of humanity. The players who chose to represent the 
forces of darkness in this on-line game chose names that represented 
their characters’ attitudes in the game, and perhaps their outlooks on 
real life as well. It was a very interesting experience to be able to 
play live (OK, at 300 baud almost live) against human opponents, 
and more importantly to be able to communicate in real time while 
waging battle. I still remember the taunts of the enemies that I 
faced, most of which I couldn’t repeat here. Needless to say, the 
possibility of losing to a computer is bad enough, but losing in a 
real-time game against another human can bring even more complex 
emotions into play. 


Where we are and where we will be 

This brings us to the current state of computer gaming and, more 
importantly, the future of computer gaming, modem and network 
competition. Those fortunate enough to play Falcon and its phe- 
nomenally successful add-ons know the joy of head-to-head modem 
play. Others have also enjoyed playing other games over networks 
(they must have incredibly understanding bosses). Those of us who 
have played X-Wing and TIE Fighter have sat on the sidelines sali- 
vating at the merest prospect of being able to dial up an opponent to 
see how good we really are. Too bad LucasArts has chosen not to 
implement this feature in their phenomenally successful game 
series. 


Why do we do this? 

The ultimate question about playing games against a computer, or 
better yet, against another human is, Why? Humans are the ultimate 
competitors. We crave competition and the chance to prove our 
superiority to one another. In computer games we assume a role 
and that imaginary character carries with it all the hopes and dreams 
of the real person who created it. To lose is a reflection upon our- 
selves. To win is the confirmation of our superiority. 

The emotional bond between the human and the computer-gener- 
ated alter-ego is a strong one, and becomes stronger with time. In 
my mind’s eye I can still see Valiant, Arthur, Mon-el, Pippin, 
Frodo, Ripper, Darkfire, Stargazer and all the other personae I’ve 
taken on in my computer gaming experiences. The fact that I even 
remember the names of these characters and what happened to them 
speaks very strongly about the attachment that we make with our 
alter-egos. 

My current alter-ego Ripper is one of the hottest starfighter pilots 
in the Star Wars galaxy. I have written three chapters of an on-line 
serial novel about this character, wrapping him up in the rich tapes- 
try of the Star Wars mythology. He currently commands Shadow 
Strike Fighter Wing in the Imperial Navy. Shadow Strike Fighter 
Wing is composed of a group of TIE Fighter players who want to 
take their alter-egos to an even higher level of gameplay, via on-line 
role-playing on CompuServe. The opportunity to express ourselves 
through these alter-egos are enormous. 

As telecommunication systems become capable of transmitting 
data at higher rates, including live video feeds, computers become 
faster, and games become more complex, the possibilities for head- 
to-head and group-to-group gaming are limited only by our imagina- 
tions, and the abilities of programmers. I look forward to those 
times, and competing with you, or against you, in cyberspace. Until 
then... I’m off to fight the Rebel Alliance. See you in 
cyberspace! 
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Quoting the Quotes 


****THE GRANDEST FLEET**** 


"The Grandest Fleet is a fun game, and one that 
should live a good long life on many gamer’s hard 
drives.” 





-M. Evan Brooks, Computer Gaming World 


"This game is infinitely playable” 
-Paul Hyman, Computer Shopper 


",..1t's relatively easy to get into, thanks toa 
well-designed interface. And once you are into it, 
you'll have a hard time stopping.” 

-William R. Trotter, PC Gamer 


"This is what great gaming is all about.” 
-M. Evan Brooks, Computer Gaming World 


"The Grandest Fleet is a fascinating little world of 
its own, and one definitely worth exploring.” 
Dennis Lynch, Chicago Tribune 


****BRIDGE OLYPIAD**** 


"QOP's reputation for producing top-notch strategy 
games gets another boost with Bridge Olympiad - 
another winner” 


Joe Novicki, PC Gamer 


"Great graphics, and smooth interface makes for 
quick play against strong opponents.” 
-PC Gamer 


****SOLITAIRE'S JOURNEY**** 


"If I were stranded on a desert island with a laptop 

and a crate of NiCad batteries and were allowed only 

one game, Solitaire'’s Journey would be my pick.” 
-Carol Hartman, PCM 


"It is impossible to count the hours that will be 
spent on such a quick, clean, playable diversion as 
Solitaire's Journey." 

-Alan Emrich, CGW 


Quantum Quality Productions 
495 Highway 202 
Flemington, N.J. 08822 
(908) 788-2799 
Compuserve 75300,3223 Genie QQP 
Delphi QQP American Online QQP 
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It’s my birthday 
and I’m crying 
Dear Unca, 

I’ve been enjoying Under a Killing Moon 
immensely but am having a dickens of a time 
finding the darn birthday fax in Eddie 
Ching’s apartment! Any assistance? Even 
with the hints & tips system built into the 
game, there’s still need for help here, I hope 
you ll be doing more tips for this one down 
the line. 


Sincerely, 
John Joseph Mercieca 
Rabat, Malta 


Dear John Joseph, 

Unca says the birthday fax is on the floor 
in the center of the same room as the safe and 
the green obelisks. He advises you to look 
down, and around the table. Hope that helps! 
Feel free to write again if you need help; our 
Boots of Re column is usually pretty compre- 
hensive, and we'd assumed that UaKM had a 
sufficient hints system that it wouldn't need 
extensive tips coverage, but perhaps we were 
wrong. Good luck with this cutting-edge 
game. - Eds. 


Well done! 
Gimme some more 
Dear Marc, 

I was delighted to see your piece on Avalon 
Hill/Atomic’s Stalingrad. Having played 
War in Russia (both versions), Red 
Lightning and Pacific War, as well as all the 
V for Victory games, | think I can categorize 
myself as a pretty ardent monster grand strat- 
egy grognard. Stalingrad sounds like the 
game I’ve been waiting for all my life, and 
your careful attention to the questions of his- 
torical detail in the article suggest that, 
even if some of the actual situations end 
up being less than perfect, the game 
warrants the kind of coverage that 
would actually even raise such 
historical accuracy questions, 
more than can be said of all 
but a very few current PC 
wargames out there. 

I look forward to 
further in-depth 
analysis of the 
game, and 
thank you for 
the 
advance 
info on 
the 

























game. And to Avalon Hill/Atomic, keep up 
the good work, guys! And don’t let the on- 
line Squad Leader fanatics get you down! 


What do I mean? Action games. 
Arcade games. Shoot-’em-ups. 
Yawn yawn yawn yawn yawn! 


<g> I’ve been playing these things 
on Segas, Nintendos, 
Thanks, Amigas, Jaguars etc. (yes 


I have the resources to 
do all that and I’m an 


Evan Nyeburn 
Tallaquisk, KY 
addict, so help me) 

Dear Evan, 
We agree here at the mag that the article 


for forever, and | 
have to say 

that most of 

em on the 


on Stalingrad was encouraging; we'd had 

plans for a larger preview piece on the game 
but last-minute space constraints required Car- 
that we had to go to one page with it. Look to tridge 
us soon for some serious discussion of the 


game once it’s reached final form! - Eds. 


Gripes of Wrath 
Dear Editors: 

This 1s really getting ridiculous — | 
just invested in a P90 system with a 
hot (and expensive) graphics card, 
quad-speed CD-ROM drive, two 
sound cards (Roland and SB- 
Pro) in anticipation of the 
next round of leading-edge 









computer games, and lo 
and behold, the whole 


p\ ee 
Brings You ~ 
EAT EIB Lola le 
Interactive Movie! 


What Reviewers are Saying 


‘“‘Lots of games claim to be pushing the 
envelope—Under a Killing Moon blows it to 
smithereenss$ ” 

—William Trotter, PC Entertainment 


“Under a Killing Moon...the most 
elaborate graphic adventure to date. A 
ground breaking CD adventure!” 

—Joyce Worley, Electronic Games 


computer entertain- 
























ment software 
industry 
decides to 

Go South 

on me. 






“Under a Killing Moon combines the best 
elements of movies and computer games and 
creates an amazing interactive experience 
that’s better than either of them . 
It literally pulls you into the screen.” 


—Denny Atkin, Entertainment Editor, 
Compute Magazine 


This category-creating Interactive Movie from ACCESS Software goes light 


years beyond any other product labeled “interactive.” Under a Killing Moon 
takes you to the streets of post World War III San Francisco and casts you into 
be Ke) (ome) at Re in Private Investi “nal who first appeared in Mean Streets, 


on Mar a Mem 


i. Under a Killing Moon is a Virte 


So atblieat 
























games systems are much more intel- 
ligently designed as pure arcade 
games than the drivel and dreck 
that’s been shipping lately for 
the IBM PC. 
Am I DOOMed to 
have spent an inordi- 
nate amount on a PC 
only to see it 
turned into yet 
another 
(admittedly 
big and 


and 


colorful 


noisy) arcade system? I’d had hopes that at 
least some of the new flight sims and stuff 
would be showcases for my new system, but 
at anything beyond 640x480 mode US Navy 
Fighters chugs even on my P90, and I have 
yet to see anything that really needs a quad- 
speed hard drive for play. And some of the 
recent CD-ROM stuff is spinning out medi- 
um-quality (from a musical standpoint) 
soundtracking from off the CD-ROM drive 
instead of using the high-quality sampling 
capabilities of my MIDI device (a Roland 
SC-88), yet another disappointment. 

Seems to me the industry’s taking another 


few steps backwards these days. I’m thinking 


of selling the PC and upgrading my stereo 
system into a home theater system instead, 
with a DAS™satellite dish and cable. Now 
that sounds like fun.... 


Despairingly yours, 
Scott Fauzelle 
Port Washington, MD 


Dear Scott, 
yet! Sounds like vou got a 


bit ahead of the cutting 
edge there, always a 


No, no! Don’t sell that PC 


bus, for instance, and what about good old 
EISA? Oh well...). Right now it sure looks 
like evervone's gone shoot-'em-up, but that’s 
probably just a phase (otherwise I'll be right 
behind you in the audio/video showroom, 
guy). 

What | don't understand is why some 
incredibly good recent combat games (more 
simulations than pure shoot-'em-ups, since 
they involve some kind of complex systems 
management along with the trigger-pulling) 
have been getting ragged on so terribly. I 
suspect that PC-oriented gamers (especially 
in America) are a particularly lazy bunch, 
who don't spend a lot of time digging through 
intensively challenging real-time games the 
way their European cousins tend to. 
American PC gamers have also historically 
been very resistant to arcade elements in 
adventure and CRPG games. 

Some otherwise boring shooters have sold 
very well in the US primarily because they're 
so damn easy to get through — an arcade fan 
used to shooters on a cartridge-based plat- 


form, however, would have to stifle yawns 


while playing most of em. 

/ suspect that if the arcade genre continues 
to be significant on the PC, future designs 
will have to ramp down the difficulty level 


REBOUND 


dangerous thing todo _ significantly below the levels present in, say, 
a Zephyr or EarthSiege or Armored Fist if 
they plan to be anything more than point-and- 








(there are still peo- 
ple waiting for a 


good graphics fire operations. 
























$ What do 
film stars 
Brian Keith, 
Margot Kidder, 
& Russell Means 
all have in 
common? 


accelerator 
card for 
the 


SS Software’s 


MCA 


And as to good sims coming up for 
Pentium-based PCs with hot graphics cards? 
You ll have to be patient; my guess is that 
late Spring 95 will be the earliest more than a 
few designs arrive to showcase your hard- 
ware. Meanwhile, drag out the Genesis and 
let the PC run screen-savers in Windows™ 
Steve W. 


If you've got something 
to say - Say it! 

Write to: 

Strategy Plus 

P.O. Box 5692 
Burlington, VT 05402 


Letters may be edited 
for space. 


Format: 





AX8 They all star in ACCE 
new CD thriller Under a Killing Moon! 


4910 W. Amelia Earhart Dr. — 


2 CD’s for 
MS-DOS 
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‘TIE FIGHTER 
CAMPAIGN 1: 
DEFENDER OF 
THE EMPIRE’ The 
next chapter in the 
TIE Fighter saga 
continues with you 
piloting the Impe- 
rial star-fighter in 
more thrilling Star 
Wars missions. 
Offers four new 
historical mis- 
sions, three new 
battles and a con- 
tinuation of the 
storyline. $19 


SHIPPING! 


Place an order for an out of 
stock item and recieve FREE 
overnight shipping when prod- 
uct becomes available. Han- 
dling $2 per shipment. 





4 Plex Quad Speed Dr $459 
4 Plex Quad Spd EXT $559 
Advne Grvs Ultrsd Mx $179 
Altec ACS 100 Spkrs_ $103 
Altec ACS 300 Sp wSb $239 
Audiophl Refri0 Asp $122 
Audiophl Refr30 Asp $189 
CH Flight Stick Pro $57 
CH Game Card 3 Auto $25 
CH Mach 3 Joystick $25 


CH Pro Pedals $75 
CH Pro Throttle $89 
CH Trackball Pro $85 
CH Virtual Pilot Pro $75 
Cyberman $54 


Digital Edge 3x Int CD $699 
Fit Stk Pro X-Wng Bdl $72 
Game Zapper $75 
Games Kybrd Temp ea. $11 
Gravis Anolog Pro Jystk $33 
Gravis Phoenix Joystick $98 
Impressn Lite VLB Crd $299 
Jazz J-306 Speakers $32 
Jazz J-320 Speakers $49 
Jazz J-901 Mini-Subw $225 
Jet Stick $24 
Joyswitch $38 
Labtec CS-1400 Spkrs $99 
Labtec CS-800 Spkrs $32 
Logitech WingMn Extrm $45 
Maxx Cobra Flightstick $59 
Media Cnept Sblist Cin $39 
MS Fit Sm 5 Gravis Pro $56 
NEC 4XE EXT CD $489 
Notebook Gameport $42 
PC Virtual Golf Club $119 
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Pro Audio Spect16 Bsc $96 
Reel Magic Video Upg $342 
Sony SRS-PC20 Spkrs $29 
Sony SRS-PC30 Spkrs $58 
SBist 16 ASP wSCSI2 $196 
SBlaster 16 MCD ASP $177 
Snd Blaster 16 Value $105 
Snd Blaster 32 AWE $263 
SBist Discovry CD 16 $238 
SBist Edtainmt CD 16 $426 
SBist Edt CD16 Ex Kt $529 
SBIst Gameblst CD 16 $379 
SBist Omni CD 4X $412 
SBist Omni CD Dr 3X $344 
Sound Blaster Value $57 
SBist Vid Spigot WIN $199 
SGalaxy BX2 WSpkrs_ $29 
SGlIxy NXPRO16 Mmd $299 
Sound Man Wave $125 
Snd Scp 16 Bit Wvtb! $185 
SpeedStr ProSE VLB $179 
Stealth 64 Video Card $219 
Teac Supr Qud CD Dr $342 
Thrustmst Driving Sys $111 
Thrust F16 TQS Thrttl $112 
Thrst FCS Pro UPRom $14 
Thrustm FLC Sys F16 $112 
Thrustm Flight Systm 1 $59 
Thrustmstr Game Card $25 
Thrustmstr Rudder Sys $99 
Thrustmstr WCS Mrk 2 $90 
Thrust WCS 1 UPROM $14 
Universal Cockpit $219 
VFX 1 Vrt Reality Hdgr $949 
Vivid 3D Sound $55 
Vivid 3D Plus Sound = $72 


THE LECEND BEGINS 





‘DRAGON LORE’ 
The traitorous, dark 
Knight Haagen Von 
Diakonov has mur- 
dered your father, 
destroyed your 
castle and left you 
without posses- 
sions. It's up to you 
to avenge your 
father's death and 
become a Dragon 
Knight. Offers 3D 
rendered graphics, 
life like animation, 
and synchronized 
speech. CD$47 








‘BLOOD BOWL A 
mighty roar fills the 
stadium as the 
players take to the 
field! Across the 
length and breadth 
of the Warhammer 
World, teams of ar- 
mored warriors 
battle to the death 
in great arenas. 
Features league 
and season play, 
head-to-head mo- 
dem play, & astro- 
granite, grass or ice 
play fields. $34 








11th Hour CD $51 
Adv Willie Beamish CD $24 
Alone inthe Dark3CD $48 
Amazon $35 
Amer Sweethearts CD $42 
Beneath Steel Sky CD $41 
Bioforge CD $44 
Blackthorne $29 
Blake Stone Episode 1 $9 
Blake Stone: PintCD $28 


Blind Date CD $38 
Blood Society CD $34 
Bloodnet CD $41 
Blue Fre: Next Kin CD $19 
Body Count CD $29 
Buccaneers CD $48 
Bureau 13 CD $39 


Cadillacs & Dinosrs CD $49 
Castle Wolfstn CD 6 ep. $42 
Castle Wolfstn-Spr Dest $29 
Castle Wolfstn 3D MD 2 $24 
Castle Wolfstn 3D MD 3 $24 
Central Intelligence CD $24 
Chaos Continuum CD $29 


City 2000 CD $20 
Compns of XanthCD $33 
Conan CD $26 


Conqust Robin Hd EGA $29 
Conquests of Camelot $15 
Conspiracy CD $30 
Corridor 7 CD $29 
Creature Shock CD $48 
Critical PathWINCD $48 


Cruise for a Corpse $16 
Curse of Enchantia CD $23 
Cyberia CD $45 


TE: FIGHTER’ 
Sequel to the ac- 
claimed X-Wing, 
players fly under 
the direction of the 
Dark Lord himself, 
Darth Vader. Defy 
the Rebel Alliance 
in training, combat 
missions & tours of 
duty that strengthen 
the Emperor's hold 
on the galaxy. Six 
Imperial starfighters 
to fly under the 
strategies of the 
Empire. $45 


Cyberwar CD $48 
Daedalus EncountrCD $46 
Dark Forces CD $46 
Darkseed 2 $42 
Day of the Tentacle CD $42 
Death Gate CD $32 
Digital Dreamware CD $24 
Dinonauts WIN $24 
Doom 2: Hell EarthCD $44 
Doom Episode 1 $9 
Dracula $32 
Dragon’s Lair 2 $34 
Dragonsphere CD $24 
Dreamweb $34 
Dune CD $29 
Earth Invasion WIN $19 
Ecstatica CD $35 


Eric The Unready CD $19 
Evolution DOS orCD $29 


Flash Traffic CD $25 
Flashback $19 
Fortress Dr. Radiaki CD $34 
Fourplay WIN $19 


Fred P Frontier Pharm $24 
Freelancer 2120 CD $41 


Full Throttle CD $42 
Gabriel Knight CD $43 
Game Wizard $25 
Gateway 2 CD $25 
Gateway Collct 1&2 CD $36 
Gobliiins 3 CD $19 
GrailQuest $21 
Guy Spy CD $29 
Hand of Fate CD $39 
Harvester CD $44 


Heart of China EGA $34 
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‘ECSTATICA’ A 
young girl lies ina 
trance and her 
twisted dreams are 
turning the village 
of: Tirich ato 7 
nightmare. A trav- 
eler stumbles upon 
the town, and now 
must defeat de- 
mons. Offers a 
broad mix of action, 
adventure and 
puzzle elements 
and choice of male 
or female main 
character. CD $35 





Heaven and Earth $32 
Heimdall $17 
Hell Cab CD $42 
Heretic DOS or CD $46 
Hired Guns $36 
Hook $32 
Horde CD $19 
| Have No Mouth CD $44 
In Extremus $42 
Inca 2 CD $19 


Indy Jones Ft AtInts CD $42 
Inherit the Earth CD $32 
Innocent Until Caught $34 


lron Helix CD $56 
Isle of the Dead CD $18 
Jagged Alliance $46 
Journymn Prj Sp Ed CD $39 
Jurassic Park $29 


King’s Quest 7 CD WIN $48 
King’s Ransom CD $33 

Kronolog : Nazi Paradx $22 
Labyrinth of Time CD $24 
Lands of Lore 2 CD $46 
Laura Bow 2 CD $24 
Leather Goddesses 2 $19 
Legend of Kyrandia CD $32 
Legend Kyrandia3CD $39 
Leisure Suit Larry 6 CD $44 
Leisure St Lrry Anth CD $47 
Loadstar CD $49 
Lost Eden CD $39 
Lst Files Shrick Him CD $32 
Lost Treasrs Infocom 2 $19 
Lost in Time DOS or CD $19 
Lunicus CD $42 
Maelstrom CD $18 


Magic Death CD $15 
Man Enough CD $34 
Martian Memorandum $24 
Mission Critical CD $34 
Mixd Up Fry Tale VGA = $29 
Mixd-Up Mother Goose $29 


Morph Man CD $29 
Myst CD $46 
Nerves of Steel CD $22 
Night Trap CD $48 
No World Order CD $24 
Noctropolis CD $47 
Nomad CD $36 


Operation Body Cnt CD $29 
Out of this World2 CD $45 
Pagemaster CD $39 
Peppr’s Adv Time VGA _ $29 
Phantasmagoria CD $49 
Police Quest 4 CD $44 


Prince of Persia 2 $42 
Psychotron CD $36 
Quantum Gate WIN CD $45 
Quarantine CD $39 


Quest forGlory4CD $44 
Relentless: Twinsn CD $44 
Return of the Phantom $34 
Return to Zork CD $44 
Return to Zrk wAnth CD $44 
Riftwar Legacy VGA = $23 


Ringworld CD $19 
Rise of the Triad CD $42 
Robocop 3 $32 
Robot City CD $48 


Sam & Max HitRdCD $42 
Secret Monkey Island 2 $21 
Secrets of Stargate CD $28 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per 
order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require 
additional shipping charges. 

Visa, MC and Discover Accepted. Checks Held 4 Weeks. Money Orders under $200 same as 
cash. COD $8. Defectives replaced with same product. Most items shipped same day. Shipping 


times may vary. Price/availability may change. All sales final. Call for details. 
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Questions 
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th ctr, 


‘UNIVERSAL 
NEVERLOCK’ By 
pass document 
checks on more 
than 500 computer 
games! Safe and 
easy to use even 
for novices. It's 
menu driven. Just 
point and shoot. 
Never be locked 
out of your own 
software again! 
Winner of BYTE 
Magazine's Aug. 
si '94 Pournelle 

Award. $38 


‘DEATH GATE’ Lo- 
cate the missing 


4 “ pieces of the World 


Seal and reunite 
the world! Travel to 
magical realms in 
this epic fantasy 
adventure of be- 
trayal and honor! 
Offers exciting 3D- 
modeled anima- 
tions and digitized 
audio. Based on 
the Death Gate 
novels by Margret 
Weis and Tracy 
Hickman. CD $32 


> FF 
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‘LINKS PRO BIG- 
HORN COURSE 
DISK’ Bighorn's 
6,888-yard champi- 
onship golf course is 
a stunning achieve- 
ment by renowned 
architect Arthur Hills. 
The first six holes 
offer a variety of el- 
evations. The sixth 
hole, Bighorn's sig- 
nature hole, is a 
505-yard par 4 pro- 
viding a breathtaking 
view of the Coachella 
Valley. $19 


























‘NEED FOR 
SPEED’ Race any 
of eight purebred 
exotic sports cars 
against the clock or 
duel with the com- 
puter on three dif- 
ferent challenging 
routes. Features in- 
stant replay from 
six camera views 
and 15 minutes of 
actual test track 
video developed in 
conjunction with 
Road&Track maga- 
zine. 3DO $52 






















“THE PURE 
WARGAME: 
DEATH FROM 


| ABOVE?’ is the first 


in a new series 


' from QQP. De- 
L. signed to give you 
-, full control of an 


extremely accurate 
rendition of the 
greatest airborne 
assaults in WW2. 
Offers command of 
Axis or Allied 
forces and authen- 
tic Battalion insig- 
nias. $29 


“FREE GAME OFFER 


Spend the specified amount on any in stock software and choose 
a free IBM game from the corresponding list below. Offer subject 
to change or cancellation without notice. Valid from January 1st 
through February 28th or while supplies last. Request must be 
made at time of order. 


SPEND $60 GET 


Airborne Ranger 5.25, Charge of the Light Brigade 5.25, Chess 
Net WIN 3.5/5.25, Conquered Kingdoms Scen 1 3.5, Dr. Dooms 
Revenge 5.25, Gunship 5.25, MacArthur's War 5.25, Microleague 
Baseball Managers Challenge 5.25, Railroad Tycoon Classic 3.5, 


SPEND $100 GET 


Battles of Destiny 3.5, Bridge 7.0 3.5, Cohort 2 3.5, Dragon Force 
3.5/5.25, Earth Invasion WIN 3.5, Heirs to the Throne 3.5, 
Kronolog: Nazi Paradox 3.5, Simon the Sorcerer 3.5, Sony SRS9 


SDI 5.25 








Speakers, Storm Across Europe 5.25, Warlords 1 5.25 





Shadow Caster $18 500 CC Race Bike $29 Mirage Thunder $39 ADD Collct Edit. Vol3 $19 Might & Magic 5 $19 12 Rds GettsyburgCD $48 
Shadow of CometCD $29 Alien 3 $29 Monty Pythn Waste CD $54 Al-Qadim CD $39 Pirates Gold $25 Annbl’s Ancnt EgyptCD $52 
Shadws Cairn WINCD $39 Alien Breed $19 Mortal Kombat $24 Alien Legacy CD $39 Pool of Radiance $15 Audobons Mammis CD $26 

Simon the Sorcerer $18 Aliens Ate Babysitter $27 Novastorm CD $34 Arborea Journey Inr Snt $34 Protostar $19 Castle of Dr Brain VGA $19 
Skull Cracker CD $41 Animation Classics 2 $42 Out of this World WIN $19 Arena Eldr Scrils!CD $45 Ravenloft CD $49 Children Write & Pblish $42 
Space Quest 6 CD $45 Breakthru WIN $35 Oxyd Magnum $36 Character Editors Realms of Arkania $25 Civil War $34 
Space Ship Brainlk CD $49 Cannon Fodder $22 Pick’n Pile $19 (Specify Game) Each $16 Red Crystal $21 Daily Number Busters $30 
Spawn $42 Cannon Fodder CD $22 Pinball Dreams Dt Disk $18 Cobra Mission $29 Return to Ringworld CD $44 Don Quixote CD $19 
Spellcasting 101 $16 Corpse Killer CD $48 Pinball Fantasies $29 Curse of Azure Bonds $15 Riftwar Legacy CD $23 EcoQust Srch for Cetus $29 
Star Reach $36 Creepers $26 Power Rangers CD $25 Cyber Space CD $38 Rings of Medsa Gid CD $23 EcoQuest VGA $32 
Star Trek 25 AnnivCD $51 Crime Patrol CD $35 Raiden CD $36 CyberJudas CD $48 Robinson’s Requm CD $33 Fatty Bear's Bday Srprs $32 
Star Trek Judgt Rts CD $42 Crystal Caliburn WIN $29 Rebel Assault CD $44 CyclonesDOSorCD $44 Rome: Pathway to Pwr $29 Honrble Gde MathCD $24 
Star Trk NG ClltEd CD $79 Dragon's Lair CD $34 Rise of the Robots CD $46 Daemonsgate CD $19 Secret Silver Blades $15 Island Of Dr. Brain VGA $29 
Star Trk: Str Fit Acd CD $48 Dragon’s Lair $34 Silverball 2 $19 Dark Sun 2 CD $49 Shadow Caster CD $44 Island of Dr Quandry $26 
System Shock CD $47 Dragons Lair 2 CD $39 Sink or Swim CD $19 Demon Hunter $42 Sherlock Holmes 3 CD $39 Kid Writer $29 
Terminator 2029 $24 Dragn’s Lr2 MPEGCD $42 Slam City CD $48 Devil's Gate CD $40 Skyrealms Jorune CD $39 Last Chance to See CD $29 
Terminator Rampage $42 Drug Wars CD $35 Sleepwalker $21 Disciples of Steel $34 SpellJamr:Pirates Rim $16 Linkword-Spanish $19 
Terror ofthe Deep CD $36 Eight Ball Deluxe $31 Soccer Kid $19 Dragon Lore CD $44 Star Trail CD $45 Mario is Missing $44 
The Dig $40 Fire & Forget $16 Soccer Kid CD $25 Dungeon Master2CD $46 Star Trail Scenario Disk $21 Multimedia: Vivaldi CD $24 
The Prophecy $19 Glider 4.0 $29 Space Ace 2 $34 Elder Scrolls 2 CD $48 Star Trail Speech Pack $12 Oregon Trail WINCD $39 
Touche $39 Gorg CD $19 Space Ace CD $38 Eye ofthe Beholder3 $19 Startrek NextGenCD $49 Print Shop Deluxe $49 
Tuneland CD $48 Incredible Mach 2 WIN $29 Space Ace MPEGCD $42 Flames Freedom MWII $19 Stonekeep CD $46 Print Shp Dix Bus Grph $26 
Ultimate Domain CD $36 Incredible Toons $29 Space Pirates CD $39 Gateway Savage Frntr $32 Stronghold $19 Prof Zany’s Givwys CD $29 
Under Killing Moon CD $54 Ishar 3: 7 Gates Infinity $33 Street Fighter 2 $19 Hell CD $45 Summoning $16 Putt Putt Goes to Moon $42 
Voyeur CD $46 Jump Raven CD $42 Street Fightr 2 Cmp CD $22 Hero’s Mght & Mgc CD $39 Suprhero Lg. Hbkn CD $34 Putt Pt Goes MoonCD $34 
Walker $32 Jurassic Park CD $25 Street Fighter Cmp. CD $22 Hexx: Heresy of Wizard $29 Sword of China $42 Putt Putt Joins Parade $32 
Warriors of Legend $18 Lode Runner WIN $38 Super Arcade Gms CD $16 Hunters of Ralk CD $54 Syndicate Plus CD $40 Putt Pt Uns Parade CD $32 


Where Space Crmn Dix $39 Lode Runner WINCD $39 T2:Arcade Game $23 Ishar 3 CD $33 Ultima 8 CD w/spch pk $33 Putt Putts Funpack CD $34 
Where USA Crmn Dix $45 Mad Dog McCree 2CD $35 Take-A-Brk Pinball WIN $19 Kingdms Far Rches CD $40 Ultima 8: Pagan $26 Putt Putts Fun Pak $19 
Where in World DIx CD $54 Magnaflux Runner $29 Tetris $15 Knight Xentr CD PG 13 $39 Ultima Uwrld1&2CD $29 Qurk Quys Trb Sci VGA $29 
Who Killd Sam Rprt CD $24 Mega Man X $23 Tetris Gold CD $32 Knight Xentar NR18Up $5 Ultima Uwrld 2 Labyrnth $48 Scooter’s Magic Castle $32 
Wing CommUltm 6 CD $29 Metal & Lace NR13 $27 Titan $16 Lands of Lore CD $41 Ultima UW Stygn Abyss $21 Secret Isle Dr.Qundry $29 
Wif: Hnt or Be Hntd CD $39 Metal & Lace NR18 Up $5 Tubular Worlds $36 Legacy: Rim Of Terror $39 Unlimited Adventures $19 Softwr Tworks Refr CD $79 
Wrath of Gods CD WIN $44 Metal Marines WIN $28 Who Shot John Rek CD $34 Lord of the Rings 2CD $38 Witch World $42 Stickybear Reading $24 
Zombie Dino CD $40 Microcosm CD $42 Wild Streets $16 Lords of Midnight CD $48 Wizardry 7 Crusaders $19 Super Solvers Spellbnd $29 
Zorro $39 Microsoft Arcade WIN $29 Wrath of the Demon $21 MenzoberranzanCD $47 World of Xeen CD $40 SS: Gizmos & Gadgets $26 
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A Chris Saberts Same 


‘WING COM- 
MANDER 3: Heart 
of the Tiger’ In this 
technologically as- 
tounding sequel, 
you're a squadron 
commander aboard 
the TCS Victory. 
You must end the 
Terran-Kilrathi con- 
flict. Features the 
ability to guide 
personal morale 
and seamless 
melding of film and 
computer tech- 
nologies. CD $54 


Recieve an issue of Strategy Plus maga- 
zine FREE with every IBM software order. 
Offer subject to change or cancellation with- 
out notice. Valid from January 1st to Febru- 
ary 28th or while supplies last. 


b “di : : 
STARRING Brian KeitH, Mancor Kiover, & 


art Peto 





Russei. MEANS 





‘UNDER A KILL- 
ING MOON’ Trans- 
ports you to the 
virtual world of the 
feisty detective 
Tex Murphy. New 
feature allows you 
to save and splice 
scenes together. 
Digitized voices & 
sound effects and 
an amazing level 
of detail & freedom 
of movement 
make this game vi- 
sually & aurally 
stunning. CD $54 


“OPERATION 
CRUSADER ’ is set 
in the expansive 
reaches of the 
Libyan & Egyptian 
deserts during 
WWII. Six historical 
scenarios will show 
you first hand what 
open field tactics 
and desert combat 
are really like. Ex- 
perience the cursed 
Hellfire Pass, & see 
for yourself if you 
can earn the title of 
‘Desert Fox.' $36 














‘THRUSTMASTER 
F-16 FLCS’ A ver- 
satile stick with vir- 
tually unlimited pro- 
grammability. It 
looks and feels like 
it was ripped out of 
the jet. The ultimate 
edge for any flight 
sims. Offers a grip 
modeled after the F- 
16 Fighting Falcon, 
four 8-way hat 
switches, and a dual 
stage trigger and 3 
strategically placed 
buttons. $112 


‘SIMCITY 2000’ 
is the long 
awaited follow up 
to SimCity that 
takes urban plan- 
ning into the next 
century. SimCity 
2000 adds a new 
level of realism & 
sophisticated 
gameplay. New 
features include 
underground 
water and _ trans- 
portation systems, 
3D views &SVGA 
graphics. $34 





11th Hour Official Strat $16 
Aces Over Europe Strat $16 
Across the Rhine Strat $16 
Advent Willie Beamish $10 
Aegis: Guardn of Fleet $16 
Aircombat Pacific Strat $16 


Al Qadim $12 
Alone in the Dark 2 $10 
Arena $12 


Armored Fist Strat. Gde $16 
Battle Cruiser 3000 Tch $16 
Bioforge $12 
Blackthrne Official Strat $16 
Blue Force: Next of Kin $12 
Castle Wolfenstein 3D $14 


Castle of Dr Brain $10 
Champions of Krynn $12 
Civilization $16 
Colonel’s Bequest $10 


Colonization: Strategy $16 
Comptr Adv Game Scrt $16 
Conquests Robin Hood $10 
Conquests of Camelot $10 
Curse of Azure Bonds $12 
Cyberia Official Strat $16 


Cyclones $12 
Dark Queen of Krynn $12 
Dark Sun 2 $12 


Day of the Tentacle $12 
Doom 2 Official Stratgy $16 
Doom Battlebook $14 
Dracula Unleashd Strat $16 
Dragon Lore Strategy $16 
Dungeon Master $12 
Dungn Mstr 2 Adv Gde $16 
Dynamix Grt Wr Planes $16 
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EcoQust Srch Fr Cetus $10 
Eye of the Beholder3 $12 
Fleet Defender Strategy $16 
Flights of 13 Mike $16 
Fred Phrks Fron Pharm $10 
Frnt Pg Sprts BB Plybk $16 
Frnt Pg Sprt FB ‘95 Strt $16 
Gabriel Knight $10 
Gateway Savage Frontr $12 
Global Cnqut Bk w/disk $21 


Gobliiins $10 
Gunship 2000 $16 
Hand of Fate $12 
Harpoon 2 Stratgy Gde $19 
Heart of China $10 
Hell Official Strategy $16 
Inca 2 $10 


Indi Jones Fate Atlantis $12 
Indy Jones Grfx Adv $12 


Inherit the Earth $12 
Jagged Alliance $16 
Jet Fighter 3 Strategy $16 
Jetfighter 2.0 $16 
King’s Quest 6 $10 


Laura Bow 2 HintBook $10 
Legend of Kyrandia3 $16 
Leisure Suit Larry 6 $10 


Lemmings /disk $18 
Lode Runner Strategy $16 
Loom $12 


Lord of the Rings V1 $14 
Lordofthe Rings V2 $12 
Lost Files Sherlck Hlms $14 
LucasArts AdventrBk $16 
LucasArts AirCombat $16 
Manhntr San Francisco $10 


Master of Magic Strat $16 
Master of Orion Stratgy $16 


Matrix Cubed $12 
Mechwarrior 2 Strategy $16 
Menzoberranzan $12 
MS Space Simulatr Str $16 
Might & Magic 4 $16 
Might & Magic 5 $16 


Might & Magic Cmpnd $16 
Off Bk Leisr St Lrry 2nd $14 
Off King’s Qust 3rd edt $16 
Off Bk Ultima, 2ndEd $16 
Off R.Wilco’s Space $14 
Outpost Strategy Guide $16 
Pacific Strike Playtstrs $14 
Panzer General Stratgy $16 
Perfect General 2 Strat $16 


Police Quest 3 $10 
Pool of Radiance $12 
Pools of Darkness $12 


Populous 1&2Strat $16 
Power Monger Strategy $16 


Powermonger $10 
Privateer Playtesters $14 
Protostar $12 
Quest for Clues 6 $16 
Quest for Glory 4 $10 
Quest for Glory Stratgy $19 
Questbusters 2 $18 
Ravenloft $12 
Realms of Arkania $16 
Rebel Assault Insiders $16 
Return to Zork $10 


Return to Zork Adventr $16 
Rise of the Dragon $10 
Sam and Max $12 


Sea Wolf Strategy Gde 
Secret Monkey Island 2 


$16 
$12 


Secret Silver Blades $12 
Shadow Caster $14 
Shadow of Comet Strat $16 
Sherlock Holmes Strat $16 
Sim City 2000 Guide $16 
Sim Earth $16 


Sim Farm Strategy Gde 
Simlife Official Strategy 


$16 
$16 


Simon the Sorcerer Hint $12 


Sky Realms of Jorune $12 
Sonic Strategy Guide $16 
Space Quest 4 $10 
Star Crusader Strategy $16 
Star Trail $16 
Star Trek 25th Aniv $12 
Star Trek Judgmt Rites $12 


Stonekeep Official Strat 
Strike Commander Bk 
Stunt Island 

Subwar Official Stratgy 
Summoning 

System Shock 

The Dig Official Stratgy 
Tie Fighter Stratgy Gde 
Treasures Savage Frnt 
Ultima 6 

Ultima 7 

Ultima 7 Pentology 
Ultima 8 Official Stratgy 
Ultima Avatar Adv Book 
Ultima U Stygian Abyss 
Ultima UW 2 World Lab 
Under A Killing Moon 

V Victory 
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$16 
$16 
$16 
$16 
$12 
$12 
$16 
$16 
$12 
$10 
$12 
$12 
$16 
$16 
$12 
$12 
$16 
$16 


Wing Armada Playtstrs $12 
Wing Commnd Armada $12 
Wings of Glory Playtstrs $12 
Wizardry 7 $16 
X-COM Official Stratgy $16 
X-Wing Collectors CD $16 
X-Wing Official Strat $16 
Yserbius $12 


7th Guest Dune Bdl CD $36 
Access Super Bundle $34 
Amazon and Martian 
Memorandom 
Air Combat Classics $22 
Their Finest Hour 
Battle Hawks 
Secret Weap of Luftwaff 
All Star Sports Cllct CD $23 


Allied Forces $9 
M1 Tnk Platoon, Gunship 
Award Bundle $44 


Kings Qust 5, Red Baron, 

Rise of the Dragon 
Award Winning Wrgms_ $39 
Award WinWrgms CD $39 
Dynamix Bundle 1 $24 

A-10 Tank Killer 1.5 

Heart of China 

Stellar 7 
EA Top TenPackCD $32 
Eye of Beholder Collect $49 
Eye of Beholder Tril CD $51 
Falcn 3.0wThrstFCS $99 


Five Foot Ten Pk2CD $29 

Gateway Collect1&2 $36 

Intrplay 10 Yr AnthCD $44 
Mindshadow, Tass Time, 
Bard’s Tale, Wasteland, 
Dragon Wrs, Battle Chss, 
Lord of the Rings, Castles, 
Star Trek 25th Annivrsry, 
Out of this World 

King’s Quest AnthCD $54 

Land Sea Air 2 $24 
Command HQ 
Red Storm Rising 
F15 Strike Eagle 

Lemmings 1&2CD $28 

Lost Treasrs Infem CD $34 
Infidel, Lurking Horror, 
Deadline, Witness, 
Suspect, Ballyhoo, 
HitchHiker’s Guide/Galxy, 
Suspended, StarCross, 
MoonMist, PlanetFall, 
StationFall, Enchanter, 
Sorcerer, SpellBreaker, 
Zork 1-3, Beyond Zork, 
Zork Zero 

Lost Treasr Infem 2 CD $25 
Border Zone, Plundered, 
Hearts, Bureaucracy, 
Cutthroats, A Mind for 
Voyaging, Hollywood Hi 
Jinx, Seastalker, Sherlock 
Holmes: Riddle of Crown 
Jewels, Wishbringer, Nord 
and Bert, Trinity 

Lucas Classic Adventrs $36 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per 
order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require 


additional shipping charges. 


Visa, MC and Discover Accepted. Checks Held 4 Weeks. Money Orders under $200 same as 
cash. COD $8. Defectives replaced with same product. Most items shipped same day. Shipping 
times may vary. Price/availability may change. All sales final. Call for details. 





‘ACROSS’ THE 
RHINE’ Control 
history's famous 
tanks or entire com- 
panies & experience 
the fierce combat & 
tough decisions that 
gripped WWII tank 
commanders. Offers 
multiple command 
levels, texture 
mapped objects, 
and 3D graphics. 
Blast your way 
through enemy units 
across’ war-torn 
Europe. CD $47 





SIMULATION 





1944 


ACROSS THE RHINE” 
2710 PaaeOMBAT 





















‘INTERACTIVE 
ENTERTAINMENT 
CD MAQ’ is a 
monthly CD ROM 
mee . publication cover- 
‘oo . ing the computer 
> gaming industry. 

Va Every episode fea- 

X - - tures hundreds of 
Urs screen shots and 
a ; hours of digitized 
speech describing 

the hottest current 
and upcoming releases. Features interactive video interviews 
with industry celebrities. Get definitive reviews of the latest 
releases, along with previews of upcoming games and hints 


‘STAR’ TREK: 
NEXT GENERA- 
TION’ The crew is 
all here and sud- 
denly you're there 
too. You are part of 
an original interac- 
tive mystery that will 
take you from Fed- 
eration space to 
shields-up confronta- 
tions. Offers voice- 
overs by the stars, 
control any of the 
seven main charac- 
ters and command of 
theship. CD$55 






















‘GEX’ It's GEX's 
mouth that gets him 
into trouble, but it's 
his thrashing tail 
that gets him out. 
GEX gets stuck in 
the Media Dimen- 
sion, where cheesy 
TV shows go to re- 
tire. To escape he 
must kill a TV in 
each world. GEX 
loves his suction 
Cup paws and the 
fact that his key 
body parts grow 


ZETA, 3 
SSE yg ee ee | 





‘DARK FORCES’ 
You must capture 
the Death Star 
plans and infiltrate 
the Empire's secret 
facility where a new 
army of mecha- 
nized, super storm- 
troopers must be 
stopped. Features 
richly detailed 3D 
environments, first 
person perspective, 
compelling new 
Star Wars plot and 
more than a dozen 
worlds. CD $46 























“FREE GAME OFFER 


Spend the specified amount on any in stock software and choose 
a free IBM game from the corresponding list below. Offer subject 
to change or cancellation without notice. Valid from January 1st 
through February 28th or while supplies last. Request must be 
made at time of order. 


SPEND $60 GET 


Airborne Ranger 5.25, Charge of the Light Brigade 5.25, Chess 
Net WIN 3.5/5.25, Conquered Kingdoms Scen 1 3.5, Dr. Dooms 
Revenge 5.25, Gunship 5.25, MacArthur's War 5.25, Microleague 
Baseball Managers Challenge 5.25, Railroad Tycoon Classic 3.5, 
SDI 5.25 


SPEND $100 GET 


Battles of Destiny 3.5, Bridge 7.0 3.5, Cohort 2 3.5, Dragon Force 
3.5/5.25, Earth Invasion WIN 3.5, Heirs to the Throne 3.5, 
Kronolog: Nazi Paradox 3.5, Simon the Sorcerer 3.5, Sony SRS9 


and tips for all the hottest games, every month in IE. CD $10 


back. 3D0 $52 


Speakers, Storm Across Europe 5.25, Warlords 1 5.25 





Indiana Jones, Secret 
Monkey Island 1, Maniac 
Mansion 
Maximum Overkill wOk $39 
Megafortress Mega-Pak $38 
Megafortress & MD 1 
Megafortress 3D Editor 
Merit CD Megapack CD $18 
Perfect General Trilogy $34 
Perfect General 
Greatest Battles of 20th C 
WW 2 Battles 
Power Hits: Battletech $22 
Battletech 1, Battletech 2, 
Mech Warrior 
Power Hits: Battitch CD $19 
SSI’s Fantasy Fest CD $39 
Space Quest AnthCD $48 
Space Quest Bndle 1-4 $42 
Spelicasting Bundle $29 
Spellcasting Bundle CD $28 
Strike Com Priv Bdi CD $43 
Tsk Fre 1942 wRSR CD $35 
The Victory Pack $39 
Tp 50 Games DOS CD $26 
Top 50 Games WIN CD $26 
Turning Point $29 
Gettysburg, Spanish 
Armada, Waterloo 
Ultima Bundle 1-6 CD $29 
Ultima Trilogy 2 $48 
Ultima 4-6 
Wing Com 1&2 DIx CD $32 
Wing Commd 1 Dix CD $29 
Wizardry Trilogy $32 
Wizardry Trilogy 2 $33 


AT P 2.0 (blue) $29 
A320 Airbus $29 
AH-64 B Longbow $54 
Absolute Zero CD $40 


Aces ofthe Deep CD $47 
Aces of the PacificCD $38 
Aces overEuropeCD $38 
Across Rhine Gold CD $48 
Across Rhine Ex Set 1 $30 
Air Cmbt Pac. 1942 CD $48 
Air Cmbt Sr: Nvy Ftr CD $47 
Air Havoc Cntrl WIN CD $39 
Air Warrior 2 CD $34 
Armour Geddon $32 
Army Air Corps: 1942 $48 
B17 Fly FortwSS2CD $37 
Battle of Britain2 WIN $34 
Battlecruiser 3000 CD $48 
Chopper Pack CD $38 
Chopper Strike CD $52 
Combat Classics 2 $19 


Confirmed Kill CD $44 
Cyber Race CD $32 
Cyclemania CD $34 
D-Day: Oprtn Ovrird CD $39 
Dawn Patrol CD $40 
Delta V CD $43 
Descent CD $48 
Dream Web CD $34 
European RacersCD $29 
Evasive Action $34 
Evolver $38 
F15 Strike Eagle 3CD $48 
FA 18 Hornet CD $54 
Falcon 3.0 $36 
Falcon Gold CD $50 


Fast Attack CD $48 
Fighter Duel Pro 2 $33 
Fighter Wing CD $39 
Fleet Defender Plus CD $48 
Flight Light CD $19 
Flight Sim ToolKit $54 


Fight Sm T-kt WW2 CD $19 
Flight Sim Toolkit Sc 2 $19 
Flight Unlimited CD $48 
Fly the Grand Canyon $29 


Flying Circus $39 
Formation AttackCD $48 
Formula 1 $24 
Frontier Elite 2 $22 
Grand Prix 500 2 $14 


Great Naval Batt2 CD $39 
Gunship 2000 VGA $23 


H.A.W.C. CD $35 
Harrier Assit SVGA CD $35 
Indy Car Racing $30 


Indy Car Rac Add On1 $22 
Indy Car Rac Add On2 $22 
Inferno DOS or CD $44 


lron Angel CD $44 
Jet Fighter 3 CD $48 
Jet Pack CD $39 


Jump Jet Aces Pack $46 
Kawasaki Super Bikes $24 
Lawn MowerManCD = $35 


Life and Death 2 $24 
Lode Runner CD $38 
Lunar Command $19 
M1 Tank Platoon 2 $44 
M4: Sherman Tnk WIN $34 
Magic Carpet CD $43 


Mantis Expert Ftr VGA $29 


Maximum Ovrklil Bdl CD $42 
Mech Commander CD $42 
Mech Fre: Iron Assit CD $39 
Mechwarrior 2 $46 
Megarace CD $39 
Metal Tch: Battdrm CD $39 
Metaltch 2: Earthsg CD $47 
Metaltech 2 Speech Pk $20 
Microsoft Flight Sim 5.0 $44 
MS Fit Sim 5 Euro 1 CD $26 
MS Fit Sm 5 Ls Vgs CD $33 
MS Fit Sim 5 New York $29 
MS Flight Sim 5 Paris $29 
MS Fit Sim 5 Prtind CD $33 
MS Fit Sim 5 San Franc $29 
MS Flight Sim 5 DC $29 
MS Fit Sim FitShp CD $44 
MS Space Simulatr1.0 $44 


Mig 29 Gold CD $49 
Nascar Racing CD $47 
Pacific Strike $25 


Phoenix Fighter CD $49 
Power Boat Simulator 3 $46 


Privateer $48 
Privateer Special Ops 2 $22 
Rally $29 


Rd Brn A10 Tnk KIICD $39 
Red Baron wMsn Buildr $29 


Renegade CD $48 
Sailing Simulator 3 $52 
Sea Wolf CD $44 
Seal Team $26 
Seaworthy CD $18 
Shuttle CD $24 
Silent Service 2 $21 


Sim City Clsc Grph 1&2 $14 


Reader Service No. 1 


SimTower $42 
Simcity 2000 Sc 1 WIN $14 
Space Clipper $42 
Spectre VR CD $39 
Star Base $42 
Star Crusader CD $39 


Star Crusdr MD & Spch $19 
Strike Commander $26 
Strike Com Spc Ops 1 $22 
Strike Commd Spch Pk $19 
Sub Batt Sim 2 Win CD $39 
Sub War 2050 Plus CD $40 
Subwar Scenario Disk $32 
Syndicate S1 Amer Rvit $20 
TFX CD $36 
Tank Com Network CD $44 
Task Force Admirals Pk $39 


Test Pilot CD $44 
The Big One CD $26 
Theme Park CD $39 
Tie Fighter $45 
Tie Fighter MDk1o0r2 $19 
Top Gun CD $48 
Tornado CD $39 
Tower CD $44 
Train Engineer $29 
U-Boat 2 $36 


Voice Commander Bd! $18 
Wing Commander 3 CD $54 
Wing Com Armada CD $47 
Wings of Glory Enh CD $44 
Wolf Pack CD $28 
World Circuit CD $34 
X-Wing Collectors CD $46 
X-Wing Mn Disk 1 or2 $19 
Zephyr CD $45 


All Amer College FB ‘94 $38 
Barkly: Shut Up & Jam $42 


Blood Bowl CD $34 
Brett Hull Hockey $42 
FIFA Int'l Soccer $36 


Front Page Football Pro $29 
Front Pg FB Pro ‘95 CD $47 
Frnt Pg Sprts Bsball CD $47 
Frnt Pg Sprt FB Pro Up $29 
Hardball 4 $34 
Ice Hockey CD $28 
Jack N. Golden BrEd $34 
Jack Nicklaus Golf CD $39 
Links Pro 386 CD $29 
Live Action Football CD $34 
Microsoft Baseball CD $51 


Microsoft Golf CD $48 
Mike Ditka Pwr Football $34 
NBA Jam $44 


NFL Chall Premium Ed $59 
NFL Coaches Clb FB2 $44 
NFL Coachs Clb Ex Dk $19 
NHL Hockey ‘95 CD $40 
PGA Tour Golf 486 CD $47 
Picture Perfect Golf CD $42 
Planet Soccer $29 
Pro Tennis Cup $38 
Proleague Baseball ‘94 $35 
Proleague FB Com. Ed. $38 
Roadto FinalFr2CD $43 
Time Out Sports Bsball $16 
Tony LRs BB2 V 2.094 $37 
Troy Aikman FballCD $49 
Ultimate FootballCD $45 
Unnecsry Rghns ‘95 CD $34 
World Cp Gif Dordo CD $42 
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‘HARDBALL 4’ 
Don't just dream of 
the perfect game, 
play it. In Hardball 
4, your baseball 
dreams come true 
in brilliant detail. Al 
Michaels even calls 
each player by 
name. Features 28 
realistically ren- 
dered ballparks, ex- 
tensive statistics, 
expanded printing 
function, and thrill- 
ing commentary by 
AlMichaels. $34 





INTERACTIVE 
ENTERTAINMENT! 
LOST ADMIRAL INCLUDED! 





‘MAGIC CARPET’ 
Fly through breath- 
taking worlds on a 
magic carpet in 
your quest to be- 
come ruler of 
Arabia. When a 
wizard war splits 
the continent into 


» many islands, you 


step in as Grand 
Vizier. Offers fan- 
tastic 3D flight dy- 
namics, 20 hazard- 
Ous missions and 
11 different magic 
spells. CD $43 


“SAMURAI 
SHOWDOWN’ The 
fiercest arcade 
fighting game, is 
leaping onto 3DO in 
a whirlwind of furi- 
Ous sword swinging 
action. It's packed 
with deadly Ninjas 
and screaming 
Samurai. Offers 12 








‘TRANSPORT TY- 
COON’ Construct 
complex rail, road, 
air and sea net- 
works. Move goods 
to the most lucra- 
tive destinations 
and help cities and 
industries to boom. 
Offers matching 
wits against ruth- 
less rivals, use fi- 
nancial reports to 
track progress and 
has randomly gen- 
erated game 
worlds. CD $48 


‘METALTECH: 
BATTLEDROME’ 
is a virtual-reality 
combat arena 
where strategy and 
tactics count as 
much as firepower. 
Mighty Herculan 
robots fight one-to- 
one for power, pride 
and money. Offers 


Request your FREE Interactive Entertainment 
Episode 8 with any in stock CD ROM soft- 
ware order. Offer subject to change or cancel- 
lation without notice. Request must be made 
at time of order. Valid from 1/15/95 to 2/28/95 
or while supplies last. Quantities limited. 


lethal characters to 
master, camera 
zooms, and blast- 
ing enemies with 
knockout special 
moves. 3D0 $52 


ten Herc chassis, 
broad weapons ar- 
senal, adrenaline 
pumping music, 
and one-on-one 
modem play. $34 


BIGE-STRRES BEBGTIE & 


BATTLEDROMES 








1830: Rirds & Brns CD $34 


Hannibal $26 


Serf City: Life is Feudal $37 Battle Chss 4000 SVGA $26 Aegis: Guardn Fleet CD $46 


3 D Pinball $12 


18th Air Squadron $36 Harpoon 2 Battle Set 1 $24 Sid Meir’s Civil War $58 Battle Chess CD $45 Aide de Camp $45 Air Force Commander $9 
A-Train WConstrctn Set $29  HighSeasTraderCD $39 SimAntCD $41 Beat the House $29 Beyond Squad Leader $45 Alphabet Blocks CD WIN $5 
Advanced Civilization $34 Hollywood Mogul WIN $39 Sim Ant Windows $19 Bobby Fischer Chss CD $34 Blue & The Gray CD $39 Amberstar $12 
Arc of Doom CD $30 Incredible Machn2 CD $39 Sim City 2000 $34 Bridge 8.0 $32 Campaign CD $35 Armada Villa Crespo $9 
Battle Bugs $37 Jagged Alliance CD $46 Sim City 2000 CD $45 Bridge Olympiad $29 Carriers at War 2 $39 Assignment Miami $9 
Battle Isle 2200 CD $34 Kingdoms of France $34 Sim City CD $47 Caesars Wrld Gm CD $37 CincPac: Midway $39 ATP Flight Simultr 1.0 $12 
Battle Chickmagua CD $42 Kingmaker $33 Sim City Classic $25 Casino Master CD $28 Commd & Conquer CD $48 Audio Clips WIN (2001) $12 
Battles in Time $35  Koshan Conspiracy CD $19 Sim EarthCD $40 Celebrity Poker CD $28 D-Day: Begin of End $39 ~=Banzai $9 
Black Beard $34 Lemmings 3 $35 Sim Farm $29 Chssmnc 5 Bill& 1CD $34 Dreadnoughts $32 Bard’s Tale Constructn $12 
Breach 3 $34 Liberty or Death $29 Sim Health $25 Chessmaster 3000 CD $46 Dreadnoughts Deluxe $59 Bball Chall 87-89 Tms ea $6 
Buzz Aldrin Rc Spc CD $39 Lords of the Realm CD $39 Sim Life $29 Classic Casino WIN $16 Fields of Glory $37 Baseball Facts $9 
Castles 2 CD $48 Lost Admiral 2 $39 Sim Town CD $42 Classic Solitaire WIN $16 Fifth Fleet CD $39 Battle Command $6 
Celtic Tales: Blr Evil CD $39 Machiovellithe Prince $40 SimClassic Collection $44 Clue CD $24 Flight Commander 2 $38 Blackjack $9 
Chssmst 4000 Trb WIN $36 Master of Magic CD $48 Space Hulk CD $24 Evn More Incrd Mch CD $39 Gettysburg: Btt WIN CD $42 Blue Max Aces GrtWar $9 
Civilization Ntwrk WIN $48 Master of Orion CD $40 Space Miner $36 Gambit V 1.5 CD $39 Harpoon Classic CD $26 Boom Box $9 
Colonization Gold CD $48 Merchant Prince $37 Space Raiders CD $42 Hard Day’s Night CD $23 lron Cross $39 Captain Blood $9 
Command & Conquer $38 Millenium Actn Clict CD $25 Spaceward Ho! $36 Incredible Toons CD $39 Last Blitzkrieg $40 Castles Northern Cpgns $12 
Conquered Kingdms2 $36 Navy Strike CD $40 Stalingrad PCMC CDs $39 Jeoprdy Dix WIN wAlex $34 Man of War $36 Champions of Krynn $12 
Conquest $36 OpertnCrsd PCMC CD $39 Star Control 2 $34 Pinball Arcade CD $34 Napoleonics $34 Charge of Light Brigade $12 
Darklegions CD $38 Outpost Planet Add CD $33 Starlord CD $39 Power Poker Windows’ $39 Operation Crusader $36 Chess Net WIN $9 
Dead Zone CD $52 Patrician CD $36 Starship CD $39 Robotech: Macross CD $15 Operation EuropeCD $34 Conqueror Multi Tank $6 
Detroit $39 Pax Imperia $34 Starship Troopers $39 Saturday Nt Live AnCD $28 Panzer General CD $39 Conqust Robin Hd VGA $12 
Dominus CD $38 PerfectGeneral2 CD $35  Terminatr2ChswrsCD $27 Shanghaii 2 Windows $24 Point of Attack $32 Covert Action $6 
Dune 2 $28 Pirates Gold WINCD = $48 The Complete UMS $44 Solitaires Journey $34 Red Sky Morning $36 Crime City $12 
Empire Builder $36 Pizza Tycoon $40 The Rogarn AgndaCD $39 The Mask: OriginCD $23 Rd Sumter to Appomttx $45 CyberStrike $12 
Empire Dix Mst Edit CD $22 Populous 2 $25 Ticonderoga $46 Trivial Pursuit CD $34 Seventh Fleet $36 Daughter of Serpents $9 
Even More Incrd Mach $28 Power House WINCD $39 Transport TycoonCD $48 Ultima Trivia CD $26 Stalingrad $39 Dealer’s Choice $9 
Fantasy Fiefdom CD $48 Project USA CD $29 Victory or DefeatWIN $42 Videogame Soltn CD 2 $23 Tac Ops WIN $40 Demon Blue $9 
Flight Com 2 PCMC CD $38 Rags to Riches $36 Vikings 2 $36 Virtual Vegas CD WIN $19 Task Force 1942 $32 Dr Doom’s Revenge $9 
Front Lines CD $39 Railroad Tycoon 2 Dix $24 Walls of Rome $39 Wayne’s World $26 The Great War $39 Dr Floyds Desktop Toys $9 
Genghis Khan 2 $34 Reunion CD $33 Warcraft CD $39 Wheel of Fortune CD $32 _ Tigers on the Prowl $42 Dr Thorp’s Mini Blackjk $9 
Gettysburg: Turning Pnt $15 Romance 3Kingdms4 $39  Warlords2Scen Editor $29 World Seriesof PkrCD $24 ToThe Rhine $29 Dragon Lord ‘$9 
Grandest Fleet CD $32 Rules of Engagt 2 Cpgn $19 Worlds of War CD $48 Wrath of Demon CD $29 V Victory: Velikye Luki $29 Dragons of Flame $9 
Great Nav BttAdmri Pk $19 Sabre Team CD $34  X-Com:TerrorofDeep $40 Xplora Deluxe CD $62 Victory at Sea $41 Dyno-Quest $9 
Hammer of Gods CD = $39 Second Conflict WIN $34 X-Com: UFO Defns CD $40 Zig-Zag $29 Wargame Cnt 2:Tanks $39 E- Motion $6 


FEB SPLUS 5 ; 
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OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, Hl, AK, APO, FPO $4 per 
order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require 
additional shipping charges. 

Visa, MC and Discover Accepted. Checks Held 4 Weeks. Money Orders under $200 same as 
cash. COD $8. Defectives replaced with same product. Most items shipped same day. Shipping 
times may vary. Price/availability may change. All sales final. Call for details. 







stroyed by a hostile 





TIME’ In the game 


‘NOVASTORWM'’ It's = om § MONT Y Advanced Dungeonsf Dragons ‘MENZOBER- 
2129 and the Bator oan ne PYTHON'S COM- RANZAN’ While 
System is being de- Win, PLETE WASTE OF resting in 


Mee 


Ilcewindale, mem- 


sentient computer ay : you'll face a series bers of your party 
network. The Fed- / mee of gaming chal- have been cap- 
eration orders the “So Fos lenges on your tured by evil Drow 


launch of a fighter, 
Novastorm, to track 
down and destroy 
the Data Grid con- 
trol center. Offers 4 
worlds, 18 stages in 
which to battle and 
brilliant Silicon 


Graphics rendered 
images. 


CD $34 













‘OFF WORLD IN- 
TERCEPTOR’ 
Drive brutal 4x4's 
over vicious alien 
terrain as you 
bounty hunt your 
way through space. 
Be prepared for in- 
tense car grinding 
competition as you 
take _ incredible 
jumps and hurtle 
through tunnels. 
Offers one or two 


| HEF -iUREE 











quest to discover 


‘ecias the secret of Inter- 
4 galactic Success. 


In the Interactive 
Monty Python 
Show you can 
watch entirely new 
comedy or high- 
lights from the TV 
episodes. CD $54 


‘MASTER OF 
MAGIC’ is a fasci- 
nating game of ex- 
ploration, spell- 
casting, combat 
and strategy set in 
an ever-changing 
fantasy world. Fea- 
tures strategic use 
of resources and 
magic energy. Of- 
fers new fantasy 
worlds and mystical 
planes of existence, 











“FREE GAME OFFER 


Spend the specified amount on any in stock software and choose 
a free IBM game from the corresponding list below. Offer subject 
to change or cancellation without notice. Valid from January 1st 
through February 28th or while supplies last. Request must be 
made at time of order. 





Elves and taken 


_ underground where 


the Drow reign su- 
preme. You must 
descend and res- 
cue them. Offers 
printable auto-map- 


; ping and a real- 


time, smooth-scroll- 


SPEND $60 GET 


Airborne Ranger 5.25, Charge of the Light Brigade 5.25, Chess 
Net WIN 3.5/5.25, Conquered Kingdoms Scen 1 3.5, Dr. Dooms 
Revenge 5.25, Gunship 5.25, MacArthur's War 5.25, Microleague 
Baseball Managers Challenge 5.25, Railroad Tycoon Classic 3.5, 


SPEND $100 GET 


SDI 5.25 


Speakers, Storm Across Europe 5.25, Warlords 1 5.25 


nme 9 adventure, $47 


player driving and 6 five difficulty settings, Battles of Destiny 3.5, Bridge 7.0 3.5, Cohort 2 3.5, Dragon Force 

+ 3.5/5.25, Earth Invasion WIN 3.5, Heirs to the Throne 3.5 

r icon- 

Aa he a s I and An) eonesao Kronolog: Nazi Paradox 3.5, Simon the Sorcerer 3.5, Sony SRS9 
thrash. 3DO $52 interface. $39 





Early Math CD WIN $5 New Facilities Locator $9 Tom Landry Fball Dix $12 7th Guest Digital Video $52 Defender of the Crown $34 Guardian War $49 
Electric Jigsaw $12 NFL Chall Col Alumni $6 Tony LRussa Clsc Stad $12 Alice in Wonderland $44 Dimo’s Quest $32 Horde $52 
Fighting for Rome $12 NFL Chall Ssn 90 or 91 = $6 Tony LaRussa BB 1991 $12 Burn Cycle $46 Jeopardy $36 Ishar 3 $52 
Gamma Force $6 NFL Chall All StarTeam $6 Tony LaRussa Baseball $9 Creature Shock $48 Jigsaw $36 Jurassic Park $52 
Guy Spy $9 NFL Chall Dream Teams $6 Top100Games2CD $12 Dark Castle $34 Joker's Wild! $36 Kingdom:Far Reaches $46 
Harrier Assault $12 NFL Video Football $12 Treasures Savage Frntr $9 Dragon’s Lair 2 $44 Mega Maze $30 Lemmings Chronicles $52 
Hearts $12 On Target $9 Trump Castle 2DD1or2 $4 Effacer $26 NFL Instant Replay Dgt $44 Mad Dog McCree 2 $54 
Heroes of the 357th $12 Operation Combat $12 UMS 2 Planet Editor $9 Escape from Cyber City $44 NFL Trivia Chall 94/95 $44 Madden Football $49 
Hoyle’s Book Gms V3 $12 Patriot $12 Under Fire $12 Flintstones/Jetsons $32 NFL Trivia Challenge $44 Megarace $44 
Humans: Insult to Injury $9 ProFB Analyst 92 Edt $9 Vaxine $12 Hotel Mario $44 Name That Tune $36 Need for Speed $52 
International Sports Chall $6 Puzzle Gallery 1 $9 Video Poker WIN $12 Inca $44 Pinball $30 NovaStorm $52 
Jack Nicklaus Clip Art $3 Return to Zork AnthCD $12 War in the Gulf $12 Kether $44 Sargon Chess $36 Off World Interceptor $52 
Jack Nicklaus Crs Disk 5 $6 Rings of Medusa $9 War of the Lance $9 Kingdom Digital Video $44 Tetris $30 PGA Tour GA $54 
Jack Nicklaus SECrs1 $4 Rotox $9 Warlords $12 Laser Lords $44 Text Tiles $30 Pataank $52 
Jones In FastLane CD $12 Rules of Engagement $9 Weaver Tm/Plyr Stats 89 $3 Link:The Faces of Evil $44 Pebble Beach Golf $52 
Kid’s Typing CD WIN $5 SDI $6 Wheel of Fortune $6 Litil Devil Digital Video $44 Rebel Assault $56 
Killing Cloud $6 Sentinel Worlds 1 $9 Wheel of Fortune 3 $9 Lords of the Rising Sun $44 Rise of the Robots $49 
Lightspeed $9 Shadow Sorcerer $9 Xiphos $6 Lost Eden $48 Road Rash $56 
Line in the Sand $12 Sorry $12 Return Cyber CityDg $58 3DO System $399 SHADOW:War Succesn $52 
Loremaster $9 Space Quest 4 CD $12 Space Ace Digit Video $52 3DO Gun $44 Samurai Showdown $52 
Lost Vikings $12 Space Vegetables $9 The Apprentice $32 11th Hour $59 Sewer Shark $39 
Madden Plyr Stats 1989 $2 Spell Blizzard CD WIN = $5 Third Degree $36 3DO Intract CD Sampler $5 Shock Wave $56 

MacArthur's War $9 Spelling Jungle CD WIN $5 CD-| 220 Philips Plyr $399 Thunder in Paradise Dg $56 Aces over Europe $54 Slayer $52 
Magic Candle 3 $9 Sporting Triangle $3 CD-! 450 Magnvx Plyr $289 Voyeur $44 Alone in the Dark $46 Soccer Kid $36 
Marianas Turkey Shoot $12 Star Legions $12 CD-| Infrared Remote $39 Zelda’s Adventure $44 Battle Chess $39 Space Ace $52 
Matrix Cubed $9 Stellar 7 CD $12 CD-| Mouse $46 Zelda: Wand Gamelon $44 Burning Soldier $49 Star Control 2 $52 
MegatTraveller:Zhodani $8 Storm Across Europe $12 Clayfighter 2 $46 Star Trek Next Genertn $54 
ML 50s-70s Wrid Srsea_ $9 Surf Ninjas $5 Demolition Man $58 Stellar 7 $39 
ML Baseball All Stars $9 Taking of Beverly Hills $6 Doom $56 Super Street Fghtr 2 Trb $59 
ML Baseball ProTmsea $9 Tales Magic:Prphc Shd = $9 Dragon Tales Lore $46 Syndicate $54 

ML BB Managers Ch $12 Teenage MutNTrtArc $12 Alien Gate $26 Axis & Allies $44 Dragons Lair 2 $52 Theme Park $52 
Micro Lg. BB Seattle |3. $9 Tegel’s Mercenaries $9 Chaos Control Dgt Vid $44 Backgammon $30 ESPN Baseball $52 Total Eclipse $36 
MicroL 82-88 BB Ssnea $9 _ Terran Envoy $9 Earth Command $44 Battleship $30 FIFA Internatnal Soccer $52 — ~VR Stalker $52 
Micro Lg. 89 FB Season $9 Test Drive 3:Road & Car $6 Mad Dg McCree Dg Vd $52 Caesar's Wrld Gambing $44 Flashback $49 Way of the Warrior $52 
Millenium $6 Tie Break Tennis $9 Microcosm Digit Video $44 Clue Digital Video $44 GEX $52 = Wing Commander $49 
Never Mind $9 = Tom Landry Football $12 Mystic Midway 2 $26 Connect Four $26 Gridders $42 Wrld Cp Gif Dorado Bch $49 
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